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STANDARD RACES 


The following list show the standard races which are suggested for the first game experience. 


DWARF/DUERGAR 

Dwarven Characters reduce their MOVEMENT by 1, but they obtain the STRONG BACK FEAT for free. 

Dwarves and Duergars suffer a -1 when performing social interactions with ELVES, GOBLINS and ORCS. 

Dwarves and Duergars suffer a -1 when performing social interactions with each other (as Dwarves with Duergas). 
Duergar Characters must be EVIL. 

Duergar Characters reduce their MOVEMENT by 1, but they obtain the SEEKER FEAT for free. 

Duergar Characters obtains the DARKVISION FEAT and DAYLIGHT BLINDNESS FEAT. 

Duergar Characters suffer a -1 when performing social interactions with anyone except other DROWS but the same applies when 
other non-Drows try to perform social interactions with them 

Duergars count as DWARVES for the purpose of EFFECTS, FEATS and SPELLS which affect ELVES. 

Female Duergars and Dwarves can have a FEMININE BEARD as TRAIT, which gives a +1 when performing social interactions with 
Duergars and Dwarves but also inflicts an additional -1 when performing social interactions with ELVES and HUMANS. 


ELF/DROW 

Elven Characters obtains the IMPROVED INITIATIVE FEAT. 

Elven Characters start with only 2HEALTH Points instead of 3. 

Elves suffer a -1 when performing social interactions with DWARVES, GOBLINS and ORCS 

Drow Characters must be EVIL. 

Drow Characters obtains the IMPROVED INITIATIVE, DARKVISION FEAT and DAYLIGHT BLINDNESS FEAT. 

Drow Characters suffer a -1 when performing social interactions with anyone except other DROWS but the same applies when other 
non-Drows try to perform social interactions with them. 

Drows count as ELVES for the purpose of EFFECTS, FEATS and SPELLS which affect ELVES. 


GNOMES 

Gnome Characters obtains the SMALL FEAT. 

Gnome Characters increase their KNOWLEDGE (ARCANE) and KNOWLEDGE (NATURE) by 1 

Gnomes suffer a -1 when performing social interactions with anyone except other GNOMES, FEY, ELEMENTALS and PLANTS which also 
applies to other non-Gnomes, ignoring the exceptions above. 


GOBLIN 

Goblin Characters obtains the SMALL FEAT. 

Goblin Characters can increase their SURVIVAL (CAVES) or SURVIVAL (FOREST) by 1. 
Goblins suffer a -1 when performing social interactions with ELVES and ORCS. 


HALFLING 
Halfling Characters obtains the SMALL FEAT. 
Halfling Characters increase BARGAIN and KNOWLEDGE (COMMON) by 1. 


HUMAN 
Human Characters obtain 1 additional SKILL RANK during Character Creation and when obtaining a Career Advancement. 
Human Characters obtain 1 additional COMPETENT FEAT, for a total of 5 instead of 4, during Character Creation. 


ORC 

Orc Characters obtains the BRAWLER FEAT during Character Creation. 

Orcs can use one of the points which they should allocate to their Characteristics, to increase their HEALTH to 4 during Character 
Creation. 

Orcs suffer a -1 when performing social interactions with DWARVES and ELVES. 

Orc Characters can increase one of the following SKILLS by 1: CLIMB, INTIMIDATE or JUMP 

Orcs can only be SAVAGE or WILD. 


UNUSUAL RACES: 


While the Standard Races are a more common choice for beginners, there are still some additional or different races to start with 
for those more experienced or only with the approbation of the GM since they require an advanced knowledge of the lore and how 
most of the common folk and races could interact with them. 


BEASTFOLK 

BEASTFOLK Characters can select the CIVILIZED or WILD FEAT depending on the animal they are based on, but is sill possible to simple 
reach an agreement with the GM with an appropriate Background for the Character. 

BEASTFOLK Characters can only be BASTARDS and are unable to obtain the BLUE BLOOD or NOBLEMAN FEAT. 

SMALL BEASTFOLK will receive the SMALL FEAT (/E: Mouse). 

BEASTFOLK Characters can obtain the NATURAL WEAPON (X) FEAT for free according to the table below. 

The PIG BEASTFOLK, known as P'ORCS, are not available since they all went extinct. 

A DOG BEASTFOLK character will obtain the UNARMED COMBAT FEAT instead of NATURAL WEAPON. 

A HARE BEASTFOLK characters have a Movement value of 4 instead of 3 and will obtain the QUICK FEAT instead of NATURAL WEAPON. 

A MOUSE BEASTFOLK character will obtain the SEEKER FEAT instead of NATURAL WEAPON. 

BEASTFOLK Characters suffer a -1 when performing social interactions with any non-BEASTFOLK race but also all other races suffers a -1 
when interacting with them. 


List of Available Beastfolk: 


Size Natural Weapon Background 


Medium Tusks Savage or Wild 
CAT Small Claws Civilized or Wild 
DOG Medium - Civilized or Wild 
GOAT Medium Headbutt Civilized or Wild 
HARE Small - Wild 

JACKAL Medium Bite Civilized or Savage 

MOUSE Small - Civilized 


DREAM CHILD (FEY) 


Also called Fey Touched or Witch Spawn, the Dream Child are born from a human and a fey creature. While almost similar to humans, they also tend to show 
bizarre traits to remember their unusual heritage. Commonly a Dream Child has white hair since birth while some others also have silver or golden eyes. Others 
could instead obtain a more brutish and feral aspect, if they are generated from evil parents, such as Dullahan or Trolls. Dream Child also tend to decorate 
themselves with peculiar and unusual trinkets, mostly based on symbols associated with the Fey folk or with runic magic. They also share a strong affinity with 
nature or places with high presence of magic and some also become mages or shamans. 


DREAM CHILD Characters obtain the FEY FEAT. 

DREAM CHILD Characters can only be BASTARDS and are unable to obtain the BLUE BLOOD, FALLEN NOBLE and NOBLEMAN ORIGIN. 
FEATS and SPELLS which interact with HUMANS will also affect a DREAMCHILD Character. 

A DREAM CHILD increases its SURVIVAL (FEY FOREST) or SURVIVAL (FOREST) SKILL by 1. 


NSECT PARAGON/PARIAH 

Insect Paragons are a rare breed of Insects which are linked to their Hive but yet have a mind of their own unlike the rest of their Kind (except for 
any Insect ARINGESS). They are often used to rescue the ARINGESS of their Hive or to perform important MUESTS for their QUEEN. Insect Paragons 
often learn the common language and travel with other adventurers if their objectives coincide, but will do anything in their abilities to complete 
their purpose. Most of the Insect Paragons don’t really understand how politics works nor seems to be truly interested in the affairs of the other 
races unless it will clash with the security of their hive, even if in some rare cases they can be more open minded. Insect Pariah are instead 
those Paragons which have remained without a MUEEM or FRINGESS but managed to survive to their own or those which committed crimes 
against their Hive and have then been driven away. While some Pariah still wander the lands in hope to find a new hive to live, others quickly 
become tormented souls which only seek revenge or simply enjoy a life of robbery and mischief. Insects have no real interest into hoarding gold 
or the concept of trading with coins, but they quickly learn that is often important to keep these strange pieces of metal to exchange for goods, 
even if they are often tricked to pay more than what they have since they usually can’t count or understand what is an appropriate price. 


INSECT PARAGONS receive the INSECT FEAT but are created with 3 FEATS instead of 4. 

INSECT PARAGONS only uses chitin weapons and can only wear LIGHT ARMORS and use MEDIUM SHIELDS or smaller similar objects. 

INSECT PARAGONS can only select the UNBOUND ORIGIN and SIMPLE LIFE BACKGROUND but will only receive 1d6+11 Coins. 

INSECT PARAGONS can only have a MIND value of 2 or less. 

INSECT PARAGONS have two additional small arms, but such arms aren't strong enough to carry anything bigger than a SMALLITEM each 
nor can’t be used for combat. 

INSECT PARAGONS can obtain the TOUGH SKIN FEAT up to 3 times, increasing the Armor Points obtained by 1 each time, but can only 
benefit from the higher Armor Points they should receive if wearing also a LIGHT ARMOR. 

INSECT PARAGONS can’t use TWO-HANDED WEAPONS. 

INSECT PARAGONS are based on 3 different type of Insects: ANT, BEE and MANTIS. 

ANT PARAGONS receive the ANT PARAGON FEAT. 

BEE PARAGONS receive the BEE PARAGON FEAT. 

MANTIS PARAGONS receive the IMPROVED INITIATIVE FEAT and the NATURAL WEAPON (MANTIS CLAWS) FEAT but can not use them to wield anything. 
MANTIS PARAGONS receive the MANTIS PARAGON FEAT. 

ANT AND BEE PARAGONS receive a +1 to CLIMB Checks while MANTIS receives a +1 to JUMP Checks. 

INSECT PARAGONS can only generate HEIRS with an INSECT PRINCESS of the same species and will only live through a single GENERATION. 


Insect Paragon Feats: 


ANT PARAGON 
The Character can Re-roll a result of 1 when there are ALLIES or COMPANIONS within 3 Squares, Once per Combat. 
If Allies are other ANT PARAGONS, this FEAT can be used Twice per Combat. 


BEE PARAGON 

Once Once per Combat the Character can obtain the FLY FEAT for 1d3 Combat Rounds. 

Outside Combat, the Character reduces by 1 the Squares he falls through as long as is conscious. 
If the Character doesn’t land when the FLY effect ends, he will be considered Falling. 


MANTIS PARAGON 
Once per Combat, when the Character successfully hits an opponent with his Claw, his following Attack made within the same 
Combat Round will deal 1 additional damage with a result of a 6 on the Attack Roll. 


CHITIN WEAPONS 

The Chitin Weapons used by the Insectfolk have the same properties of a regular weapon but they can be eventually enchanted 
by those with a good knowledge of Nature and Shamanic Magic. 

An INSECT PARAGON can obtains a single ONE-HANDED or POLE-ARM Chitin Weapon or two SMALL Chitin Weapons for free. 

JAVELINS are the only THROWING WEAPON an INSECT PARAGON can obtain, while BOWS and CROSSBOWS are a mystery to their kin and are never 
produced. Still is possible to train an INSECT PARAGON how to use such different RANGED WEAPONS if he has a MIND value of 2. 


KOBOLD/JUNGLE KOBOLD 

KOBOLD Characters obtains the COLD BLOODED and SMALL FEAT, while JUNGLE KOBOLDS will also obtain the EVIL FEAT. 

KOBOLD Characters increase their SURVIVAL JUNGLE) SKILL by 1. 

JUNGLE KOBOLD and KOBOLD suffer a -2 when performing social interactions with each other. 

A KOBOLD Character starts with a small WARM ORE for himself, which is only enough to keep the small creature warm. If he removes the 
ore it will no longer be protected against lower temperatures. The ORE isn’t strong enough to grant enough warm if the KOBOLD is in a 


zone of extreme cold or if the temperature is low enough to cause snow or the water to freeze, and will expire within 2d3 Hours. 
Counts as NECKLACE. 


COLD BLOODED 

All the KOBOLDS are Cold Blooded, which means that while they extremely enjoy warm temperatures, colder ones could easily 
debilitate and even kill them. A KOBOLD exposed to Cold Temperatures will quickly become debilitated and if he doesn’t manage to 
find a new source of heat, he must perform a BODY CHECK Every Minute or reduce his total HEALTH by 1. 

When his total HEALTH reaches 0, it will immediately die. 


GNOLL 

GNOLLS are a type of BEASTFOLK with their own rules, but wills till count as BEASTFOLK when resolving certain effects of FEATS. 

GNOLLS receive the TRACKING FEAT during Character Creation. 

GNOLLS must be EVIL. 

GNOLL Characters suffer a -1 when performing social interactions with any other race, except other GNOLLS, but also all other races 


suffers a -1 when interacting with them. 
GNOLLS can only be UNBOUND, SAVAGE or WILD. 


Special Races are usually obtained or unlocked through certain events or completing MUESTS. 


AWAKENED MANNEQUIN 

This RACE is unlocked if GOLEM PBRINGESS has been successfully saved and a Character obtains the ETERNAL KEY. 

An AWAKENED MANNEQUIN starts with the CONSTRUCT FEAT plus 3 additional COMPETENT FEATS. 

An AWAKENED MANNEQUIN can't Learn any SPELL or FEATS related to Spellcasting. 

Since it's a CONSTRUCT it does not have a HEALTH value, but those points are still assigned as usual during Character Creation, and 
when everything is finished, convert all those HEALTH points into Armor Points. While the MANNEQUIN can't wear ARMORS, it can pay the 
same cost of an ARMOR to improve its own body, and is also able to further improve the ARMOR by paying for a better one, while 
reducing the cost by 5 if upgrading an ARMOR from LIGHT to MEDIUM or 10 if upgrading from MEDIUM to HEAVY. STEEL, ENCHANTED, and RUNIC 
ARMORS must be bought with their full prince and the MANNEQUIN is considered to entirely change their Body Armor instead of 
improving it. If a SPELL or EFFECT is able to Destroy an ARMOR, the same effect applies to the MANNEQUINS Body Armor, but they will be 
able to repair it by paying half of the cost. A MANNEQUIN reduced to 0 Armor Points is considered Deactivated, and, if there are 
allies nearby, can be repaired if brought back to the CAMPSITE. If it's reduced to -1 or less Armor Points, the MANNEQUIN is Destroyed 
with a result of 6+ on a d6, with a +1 to the Roll for every additional negative point. 


Example: 
A Mannequin reduced to -3 Armor Points is Destroyed with a result of 4+ on a d6. 


A MANNEQUIN is able to use the REPAIRING FEAT (if it has it) on itself Once per Day. 
MANNEQUINS increase their MP by 5. 


UNDEAD 

UNDEAD Characters obtain the UNDEAD FEAT. 

A Slain Character can usually be reanimated as an UNDEAD in certain occasions, and he will simply obtain the FEAT. 

UNDEAD Characters created in Character Creation are usually Creatures who have been reanimated somehow, but they lost their 
memory or part of it. 


In this case, when an UNDEAD Character can be trained it's actually considered remembering what he was able to do in the past 
then starts to learn new FEATS and SKILLS as usual. 
Undeads suffer a -2 when performing social interactions with NON-UNDEADS. 


LARGE, MEDIUM AND SMALL SIZE: 
By default almost all the Standard Races are considered MEDIUM-SIZED, while others could obtains the SMALL FEAT or LARGE FEAT. 


LARGE: 

The Creature is considered LARGE. 

A LARGE Creature usually occupies 2 Squares or 2x2 Squares. 

A LARGE Creature starts with 4 HEALTH during Character Creation. 

Unarmed Attacks or Natural Weapons from LARGE Creatures are always considered of the same size. 

ALARGE Creature obtains a +2 when trying to perform Hand to Hand manoeuvres or similar interactions where size matters, 
against smaller Creatures. 

LARGE Creatures occupy twice the space a MEDIUM-SIZED creature would, inside a TENT. 

Base Movement of LARGE Creatures is 5. 


SMALL: 

The Creature is considered SMALL. 

A SMALL Creature starts with 2 HEALTH during Character Creation. 

All the WEAPONS the creature uses are considered SMALL, except for TWO HANDED WEAPONS which are considered as ONE HANDED. 

ASMALL Creature suffers a -1 when trying to perform Hand to Hand manoeuvres or similar interactions where size matters, against 
larger Creatures. 

SMALL Creatures occupy half the space a MEDIUM-SIZED creature would, inside a TENT. 

Base Movement of SMALL Creatures is 4. 


RACIAL FEATS: 
Some Races possess the ability to better see through the Dark but also to be blinded by the direct light of the sun. 


CONSTRUCT: 

The Creature is considered a CONSTRUCT. 

CONSTRUCTS are IMMUNE to Poison Effects and Poison Damage. 
CONSTRUCTS are IMMUNE to Necrotic and Psionic Damage. 
CONSTRUCTS are IMMUNE to FEAR and TERROR. 

A CONSTRUCT can not be Healed, but can be Repaired instead. 


DARKVISION: 

The Creature is able to see through Darkness, ignoring any Concealment granted by it while attacking enemies. 

The Creature must be inside the same source of Darkness to be able to see through it. DARKVISION doesn’t show colors but mostly a 
degree of gray. A MEDIUM-SIZED Creature has a Darkvision range of 10 Squares, while a Small of 8. 


DAYLIGHT BLINDNESS: 

The Creature's eyes are particularly sensitive to the daylight which tends to almost blind them. 

A Creature which is considered to be under direct Daylight must Roll two dice when trying to Attack and Dodge, and use only 
the one with the lowest result. It also suffers a -2 to any SPOT and SEARCH CHECK it must perform. 


INSECT: 
The Creature is considered an INSECT. 
INSECTS are Resistant (1) against Psionic Damage 


UNDEAD: 

The Creature is considered an UNDEAD. 

UNDEADS are IMMUNE to Poison Damage and Poison Effects. 

UNDEADS are IMMUNE to Necrotic Damage 

UNDEADS are WEAK (1) to Radiant Damage 

UNDEADS can only be Healed by NECROMANTIC SPELLS or with ECTOPLASM EXTRACTS. 

UNDEADS are IMMUNE to FEAR and TERROR. 

UNDEADS don’t need to Breathe, Eat and Sleep, even if some are forced to do one or more of such actions. 


NIGHT OR ADVENTURER: 


While the base concept revolves around the romanticized ideal of a Knight rescuing a BRINGESS, this game allows for a wider 
choice of options for the Players, so you can still create a generic adventurer such as a travelling wizard, a darting duellist, or a 
fierce pit-fighter without being forced to be a Knight. 

Even so, to simplify things, the Player's Character is referred as a Knight in the rules but it doesn't mean he has to be one. 
Also, every character has his own name, but can also have a title or nickname such as “Althea the Red” or “Darios the Iron 
Knight”. 


MALE OR FEMALE 


Decide if your character is male or female. 

This is used to determine if he/she can have an HEIR with a Princess. 

A female Knight is usually called a Shield Maiden, so in some circumstances it could be specified that something can only 
influence/happen to Knights or Shield Maidens. 


CHARACTER’S ORIGINS 


The Origins of a Character are used to determinate his birthright. This is used to indicate if it’s a Plebeian or a Noble. 

If a player decides to create an actual Knight, he must assign an ORIGIN FEAT to represent the Knight's origins, such as BASTARD, BLUE 
BLOOD, or NOBLE. Notice that this only applied during Character Creation, but a generic Adventurer could still become a Knight during 
the game in various ways that are usually up to the GM to decide (obtaining Knighthood by another Knight, marrying a Princess, 
etc.). 


Bastard: 

Being a BASTARD means that the Character is the son or daughter of a NOBLE, but the other parent was not, such as a simple maiden 
who was then fired from her job or the result of a night of passion with a stableman boy. 

The Character obtains the BASTARD FEAT for free. 


Blue Blood: 
BLUE BLOODS are not necessarily Nobles but not even Plebeians. They are usually lesser nobles or clansmen of some sort of 


importance and are often renown as such without obtaining too much power from such title. 
The Character obtains the BLUE BLOOD FEAT for free. 


Fallen Noble: 

FALLEN NOBLES are those which have lost their privileges somehow, from being condemned by the royalties to have their own family 
and/or lands completely destroyed or usurped. 

The Character obtains the NOBLE IN DISGRACE FEAT for free. 


Noble: 
As it’s easy to guess, the Character is considered a NOBLE and is part of those lucky people which can have a lot of power upon 
others of lower origins. The Character is forced to acquire the NOBLE FEAT. 


Plebeian: 
The Character has humble origins and is considered a PLEBEIAN. 
The Character obtains the PLEBEIAN FEAT for free. 


Unbound: 

Those which not follow the Royal Hierarchy or have a different social structure are considered UNBOUND. 
Being part of a Hive, a Pack or a Tribe is often considered being Unbound. 

The Character obtains the UNBOUND FEAT for Free. 


CHARACTER’S BACKGROUND 


The Background is an indication on what the character did in his past which could grant him some additional FEATS, equipment or 
similar small benefits. The Starting Coins can be used to buy additional EQUIPMENT during Character Creation or simply be kept for 
a later use. When a Background grants a FEAT or forces the acquisition of a specific FEAT with requirements, such requirement must 
be fulfilled. For example if a Background forces the acquisition of a FEAT which requires the Character to have a MIND value of 2, the 
Player is then forced to allocate at least 2 points in MIND during Character Creation. 

BACKGROUND and the Career Name can be the same, if a Player decides to do so. 


Arcane Student: 

The Character spent most of his youth studying a type of magic with one or more mentors or teachers. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

Can learn one additional BASIC SPELL during Character Creation, but can only learn ARCANE, NECROMANTIC or WITCHCRAFT SPELLS. 

The Character starts with 2d6+5 GC, an ARCANE STAFF (NOVICE), a BAG, CLOTHES or a ROBE of his choice, a COWL or HAT a RATION and a SPELL 
BOOK. The ARCANE STAFF can be be discarded to obtain a WAND (APPRENTICE) instead. 


Combatant: 

A Combatant is someone which dedicated a huge part of his life to learn and improve his fighting technique or is just someone who was raised 
that way or enlisted for war. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

The Character can replace a Melee Weapon he should receive with a TRUSTWORTHY version. 

A TRUSTWORTHY WEAPON allows to Re-roll a result of 1 when performing an attack with it, Once per Combat. 

The Character starts with 1d6+10 GC, a LEATHER HELMET, a One-handed Melee Weapon of his choice, a POUCH and a RATION. 


Dungeon Delver: 

Those who seek knowledge and treasures hidden in ancient ruins or forgotten dungeons are commonly known as Dungeon Delvers, which will 
risk their lives only for the final reward. 

The Character obtains one of the following FEATS for free: CIVILIZED or CRIMINAL. 

The Character increases by 1 Rank two of the following SKILLS: CLIMB, DETECT TRAPS, JUMP or SEARCH 

The Character starts with 2d6+20 GC, 2 LOCK-PICKS, 3 TORCHES, a BACKPACK, a DAGGER, DUNGEONEER TOOLS, an EXPLORER’S DRESS, a ROPE and a 
RATION. 


Fey Knight: 

ord Fey Wane is a different realm where laws and rules are completely different. Fey Knights often wander outside the Fey World and travel 
trough the Mortal Realm seeking adventures, treasures and Princesses to Charm. 

This Background is only available to Characters with the FEY FEAT. 

The Character obtains the CIVILIZED or WILD FEAT. 

The Character can obtain the RIDE (FEY STEED) FEAT for free and start with a FEY STEED as mount to ride. 

If the Character renounces to the FEAT and mount he will obtain 15 additional GC to use. 

The Character starts with 1d6+12 GC, a BAG, a COWL, a CLOAK, a LIGHT ARMOR and a RATION. 


Free Lance: 

The term Free Lance is often used to describe Knights which no longer follow one ruler but offer their loyalty to those which pay them enough. 
Through time the term was even adopted by races which usually don’t have a Feudal System or just not have the concept of Knights for different 
reasons, while for others they are just mercenaries with a different name, but more stylish. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

The Character increases by 1 Rank two of the following SKILLS: BARGAIN, INTIMIDATE, KNOWLEDGE (MILITARY) or SPOT 

The Character starts with 2d6+10 GC, a BAG, a METALLIC HELMET, a LIGHT ARMOR and a RATION. 


Healer: 

Healers are those which have a good knowledge of the arts of healing and put it in good use, saving life and aiding others. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

The Character must acquire the FIRST AID or HERBALIST FEAT. 

The Character starts with 2d6+10 GC, a HEALER’S ROBE, a HEALER’S BAG, a POUCH and a RATION. 

The Character will obtain 5 BANDAGES if he has acquired the FIRST AID FEAT, or 5 HEALING HERBS if he obtained the HERBALIST FEAT. 


Hunter: 

Trained to hunt animals or other creatures, the Character can be seen as a patient predator or as a cruel pursuer. 

The Character obtains one of the following FEATS for free: SAVAGE or WILD. 

The Character must acquire the WEAPON PROFICIENCY (RANGED) or (THROWING) FEAT, receiving a BOW or 3 JAVELINS for free. 
The Character increases by 1 Rank two of the following SKILLS: HIDE, SNEAK, SPOT or TRACKING 

The Character starts with 1d3+6 GC, a BAG, a CLOAK, a COWL, a KNIFE and 4 RATIONS. 

It will also receive a QUIVER with 10 ARROWS or a WEAPON CASE for his JAVELINS. 


Knight: 

The ons has been trained as a Knight and have successfully become one recently. 

This Background is only available for DWARVES, ELVES, HALFLINGS and HUMANS. 

The Character will obtain the CIVILIZED FEAT and must have one of the following ORIGINS: BASTARD, BLUE BLOOD, FALLEN NOBLE or NOBLE. 

The Character can obtain the RIDE (HORSE) FEAT for free and start with a HORSE as mount to ride. 

If the Character renounces to the FEAT and mount he will obtain 15 additional GC to use. 

The Character starts with 1d6+10 GC, a CLOAK with his insignia, a LIGHT ARMOR, a LONG SWORD, a METALLIC HELMET, a POUCH, a RATION and a 
SMALL SHIELD. 


Marksman: 

Marksmen are experts in ranged combat and like the Combatants, spend most of their life training to become better at it but also to participate to 
Archery Tournament or similar events to show off their skills. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

The Character is forced to acquire the WEAPON PROFICIENCY (RANGED) FEAT. 

The Character can replace a Ranged Weapon he should receive with a TRUSTWORTHY version. 

A TRUSTWORTHY WEAPON allows to Re-roll a result of 1 when performing an attack with it, Once per Combat. 

The Character starts with 1d6+10 GC, a LEATHER HELMET, a Ranged Weapon of his choice, a POUCH and a RATION. 

If the Character obtains a BOW he will also receive a QUIVER with 10 Arrows, while if a CROSSBOW is obtained he will receive a QUARREL 
CASE with 10 Quarrels. 


Pirate: 

Pirates, Corsairs and Scallywags are a common problem for those merchants which try to transport precious cargo from a city to another through 
sea. Pirates are usually reckless criminals while Corsairs are usually at the service of a King which allows them to assault Ships of different 
reigns, usually those which they are at war with. The difference with Raiders is that Pirates will travel through the sea, while Raiders mostly follow 
the coast since they have smaller but fast ships. 

The Character obtains one of the following FEATS for free: CIVILIZED, CRIMINAL, REBEL or SAVAGE. 

The Character increases by 1 Rank two of the following SKILLS: CLIMB, INTIMIDATE, KNOWLEDGE (SEAFARING) or SWIM 


The Character starts with 2d6+6 SC, a BANDANNA, a BAG, a CUTLASS and SIMPLE CLOTHES 


Rebel: 

Rebels are those which fight against a specific Reign or simply against a particular Lord of some sort for various reasons. 

While some of them are welcomed and cheered by the common folks, others are instead seen as reckless Criminals and avoided at all cost. 
The Character obtains one of the following FEATS for free: CIVILIZED, CRIMINAL or REBEL 

The Character increases by 1 Rank two of the following SKILLS: BLUFF, INTIMIDATE, KNOWLEDGE (COMMON) or PERFORM (ROUSING SPEECH) 

The Character starts with 2d6+3 SC, a BAG, a LIGHT ARMOR, a ONE HANDED WEAPON of its choice 


Shaman: 

Shamans and Witches are those who learn the way of magic and nature far from regular civilization, usually preferring to live more in contact with 
nature or just by themselves. In other cases different races have different cultures and the Shaman is a common figure rather than the regular 
wizard or mage. 

This BACKGROUND can’t be obtained by BLUE BLOOD and NOBLES. 

The Character obtains one of the following FEATS for free: SAVAGE or WILD. 

The Character obtains the HERBALIST FEAT for free but can’t learn Arcane or Nercomancy SPELLS. 

The Character starts with 2d6+9 SC, 2 RATIONS, a BAG, a COWL, a SHAMAN’S ROBE or a WITCH DRESS and a SICKLE. 


Simple Life: 

Not all the backstories are interesting or have a deep meaning. Sometime the simple things are those which allows you to choose your future as 
you like. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

The Character increases by 1 Rank the KNOWLEDGE (COMMON) SKILL 

The Character starts with 2d6+25 GC, a POUCH, a RATION and SIMPLE CLOTHES. 


Street Urchin: 

The Character is used to live in extreme poverty and to only count on himself, stealing food or coins to survive. 

This Background is only available for DREAM CHILD, DWARVES, ELVES, GNOMES, GOBLINS, HALFLINGS, HUMANS and MICEFOLK. 

The Character obtains the CIVILIZED FEAT for free but is forced to acquire the CRIMINAL FEAT. 

The Character increases by 1 Rank two of the following SKILLS: BLUFF, CLIMB, INTIMIDATE, LOCK-PICKING or SNEAK 

The Character starts with 1d6+6 SC, 3 THROWING DAGGERS, 4 LOCK PICKS, a BANDOLEER, a KNIFE, a BACKPACK, CLOTHES or a ROBE of his choice, a 
COWL or HAT and a RATION. 


Tribal Fighter: 
Tribal Fighters are those warriors which can be found among the savage and wild folk, trained to combat against intruders and dangerous 
creatures alike. While some of proudly carry the name of their tribe or pack, others are just interested into violence. 


This BACKGROUND can’t be obtained by BLUE BLOOD, FALLEN NOBLES and NOBLES. 

The Character obtains one of the following FEATS for free: SAVAGE or WILD. 

The Character increases by 1 Rank two of the following Skills: INTIMIDATE, JUMP, LISTEN or SURVIVAL related to its place of origin. 
The Character starts with 1d6+10 SC, 2 RATIONS, 3 JAVELINS, a BAG, a FURCOWL, a JAVELIN CASE, a LIGHT ARMOR a One-handed Melee 
Weapon of his choice and some TRIBAL TRINKETS. 


Zealot: 

Zealots are those which dedicate their entire life to a specific religion and to his rules and dictations. Zealots are also often warriors of faith which 
will fight those of different religions or chase the folks which go against the word of their god. 

The Character obtains one of the following FEATS for free: CIVILIZED, SAVAGE or WILD. 

The Character must acquire the CLERICAL INSPIRATION or RELIGIOUS FEAT. 

The Character obtains a HOLY SYMBOL OF CONTEMPT, which allows him to Re-roll a result of 1 when performing a Melee Attack against 
an opponent with the RELIGIOUS (or CLERICAL INSPIRATION) FEAT if it follows a different religion, Once per Day. 

The Character starts with 2d6+8 SC, a CLOAK with the symbol of his religion or religious group, a LIGHT ARMOR, a One-handed Melee 
Weapon of his choice, a POUCH and a RATION. 


ALIGNMENT AND MORALITY: 


ALIGNMENT indicates if the Character considers himself a G00D or an EVIL person, while MORALITY describes a part of his behavior. While 
the description of being G00D or EVIL is self explanatory, MORALITY is a little different. 


CORRUPTION is based on the obsessions for certain behaviors or things, such as the obsession for gold, the desire to gather more and 
more knowledge, or being extremely violent. 

A CORRUPTED Character or NpC/Creature could crave for material items, such money, or to reach a social status, like obtaining glory 
and/or power, but still being selfish about it. 

PURITY is based on the mind's focus, but also total control of mind and body to reach precise goals. 

A PURE Character or NpC/Creature is trustworthy and usually follows a more or less honorable code or simply doesn't like to use 
tricks and deception. 


A Character can select a type of ALIGNMENT and MORALITY he prefers, unless forced to pick one, but can also have a NEUTRAL ALIGNMENT 
and/or MORALITY. 


Certain Events, FEATS, ITEMS and SPELLS can only work against or be used by Creatures with a specified ALIGNMENT and/or MORALITY. 


Example: 
The SMITE [EVIL] FEAT works only against EVIL Creatures and has no effect on G00D and NEUTRAL Creatures. 


MOVEMENT VALUE: 


The movement value is used to represent for how many Squares a Creature can move during his turn by spending 1 Action. 
Large Creatures have a Movement Value of 5. 

Medium-sized Creatures have a Movement Value of 5. 

Small Creatures have a Movement Value of 4. 

A Square is supposed to be 1,5 m or 5 ft. 


CHARACTERISTICS AND CHARACTERISTIC DISTRIBUTION: 


You can freely distribute a total of 10 Points to your Character’s Characteristics with a minimum of 1 and a maximum of 3 in 
each. 
MEDIUM-SIZED Characters starts with a HEALTH value at 3 while SMALL Characters at 2. 


HEALTH 
Is the amount of Damage the Character can sustain. 
Read the Combat Rules for more informations. 


ATTACK 
Indicates the ability to Hit the enemy during Combat. 
Statistic Checks based on ATTACK are could be used to different kind of attacks, such as Grabbing and Holding an opponent. 


BODY 
Indicates how fit or athletic a Creature is and is used when trying to overpower someone with brute strength or to resist for being 
PUSHED away or KNOCKED DOWN. Is also used for determine how long a Creature can hold his breath. 


AGILITY 
Indicates the ability to Dodge attacks, but also to avoid certain Effects/Feats/Spells/Traps and the Character's Initiative. 


MIND 

Is the mental attitude of a creature and is usually used for generic knowledge, to understand stuff, or determine if doing a certain 
action makes sense or not. 

It also allows to Learn/Cast Spells and to detect Hidden Creatures. 


WILL 
Indicates the Creature's determination and resistance to certain MIND Effects/Feats/Traps. 
Is also used for resisting FEAR and TERROR. 


INCREASING THE CHARACTERISTICS: 

Its possible to increase a Characteristic with the help of certain MASTERS or by reading TOMES or completing certain QUESTS. 
It's possible to increase a Characteristic once per CAREER RANK. 

The only exception is HEALTH which can be increased twice per CAREER RANK and still allows to increase one of the other 
Characteristics once per CAREER RANK. 

A Characteristic can only be increased up to 5 (except HEALTH which can be raised up to 10). 

It's still possible to have a Characteristic to reach a value of 6, by reading a specific TOME. 


If a FEAT, ITEM or SPELL grants an increase of a Characteristic by 1 against certain effects, the Characteristic will only be considered 
higher by 1 until such effect ends. 


Example: 

The Character has an Item which allows him to consider his Characteristic to be higher by 1 against SPELLS. 

During combat he is the target of a SPELL which requires him to roll a d6 plus his MIND value. 

Since his MIND value is 2, he will then be considered to have a MIND value of 3 instead. 

If the SPELL requires a MINDCheck (and since he has a 2, he will only succeed with a 5+) he will then be considered to have a MIND value of 3 and he 
will then require a 4+ on a d6 to succeed. 


Is only possible to receive a single effect which increases the Characteristics, while the others will be ignored. 
If two sources grant such effect, only the one with the higher value will be considered. 


By default a Character has a number of Magic Points (MP in short) equal to the sum of his MIND and WILL value x2. 


Example: 
A Character with a Mind value at 1 and Will at 2 wills have a total of 6 MP 


Magic Points are mostly used by Spellcasters to casts spells, but some ITEMS and FEATS can require the sue of an amount of MP 
by the Character for successfully use them. 


TRAITS: 

TRAITS are used to make Characters more unique or to better describe them in some ways. Traits will have a value which then 
forces a Character to buy a different TRAIT to reduce such number to 0. If not reduced to 0 or less, the Character will receive one 
less FEAT during Character Creation. A Character should be limited to have 2 or 3 TRAITS max, even if a GM can allow more or less. 
A Player is not forced to assign TRAITS at all, if he doesn’t want to. 

AGM can always decide to grant a +1 or -1 when performing Social Interactions, based on the Character’s Traits and depending 
on the situation. 

Traits can only be acquired during Character Creation. 


All Muscles but no Brain (0) 
The Character increases his BODY value by 1 and reduces his MIND to 1. The Character can’t increase his MIND value anymore. 


Bulky (1) 

The Character obtains a +1 when performing Hand to Hand maneuvers against creatures of the same SIZE and smaller. 
If a tie occurs during a Hand to Hand maneuver he wins the roll even if he’s the attacker unless against larger creatures. 
If both the character and his opponent have the same trait, both nullify each other. 


Easily Distracted (-1) 
The Character gets bored quickly or is prone to being distracted, suffering a -1 to CONCENTRATION and SEARCH. 


Exotic Appearance (0) 
The Character has an appearance which could be described as Exotic, such as unusual to others but not in a negative way. 


Fierce (0) 
The Character is considered a fierce person. It obtains a +1 to INTIMIDATE but suffers a -1 to PERSUADE and DIPLOMACY. 


Mind over Matter (0) 
The Character increases his MIND or WILL value by 1 and reduces his BODY to 1. The Character can’t increase his BODY value anymore. 


Rude (-1) 
The Character is usually rude or gruff with others, suffering a -1 to Diplomacy and Persuade. 


Shortsighted (-1) 
The Character has difficulties to focus on small details, suffering a -1 to SEARCH and SPOT. 


Shoulder Pain (-1) 
The Character suffers pain from time to time, to his shoulder, when performing certain tasks, suffering a -1 to CLIMB and SWIM. 


Toned Physique (1) 
The Character has a toned physique, which indicates he is used to perform certain tasks which require body strength, such as 
athletics, smiting, fighting and so on. The Character obtains a +1 to one of the following SKILLS: CLIMB, JUMP, PERFORM (ATHLETICS) or SWIM. 


Well Mannered (0) 

The Character is used to make others feel more comfortable with his behavior, by being kind, helpful and so on. 
The Character obtains a +1 to one of the following SKILLS: BLUFF, DIPLOMACY or PERSUADE. 

The Character suffers a -1 to INTIMIDATE. 


Wimp (-1) 
The Character can get scared easily, suffering a -1 to FEAR and TERROR Checks. 
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AGE AND AGING CHARACTERS: 
A Character is always at least Adult when created during CHARACTER CREATION, but can get older while the GEMERATIONG are passing. 
You can choose how much older he is, but his Age must still be within his Adult range. 


Example: 
Humans are considered Adults when between 18 - 39 years old. 


LIFESPAN TABLE 


ADULTHOOD MIDDLE-AGED 
AMAZON (GIANT) 23 - 44 46 - 70 
ANGEL 20 - 199 200 - 799 
BEASTFOLK 17-25 26 - 36 
BEETLE (INSECT) 5-10 11-15 
BUGBEAR 18 - 30 31 - 44 
CYCLOPS (GIANT) 21 - 42 43 - 61 
DEMON 20 - 199 200 - 799 
DEEP ONE (ELDRITCH) 5-20 21 - 44 
DRIDER (INSECT) 18 - 45 46 - 110 
DWARF 30 - 99 100 - 249 
ELDRITCH 18 - 399 400 - 1999 
ELF 25 - 99 100 - 239 
FEY 11 - 89 90 - 399 
GAZER (ELDRITCH) 19 - 49 50 - 129 
GIANT 35 - 69 70 - 139 
GNOME 14-39 40-79 
GOBLIN 5-15 16 - 24 
HALFLING 14 - 39 40-79 
HUMAN 18 - 39 40 - 59 
IMP 10 - 49 50 - 149 
INSECT 2-4 5-6 
INSECT PARAGON 5-10 11 - 20 
INSECT (PRINCESS) 14-25 26 - 36 
KOBOLD 6-12 13 - 27 
LIZARDFOLK 15-45 46 - 69 
MERFOLK 16 - 39 40 - 84 
MYTHOLOGICAL 20 - 49 50 - 149 
OGRE (GIANT) 21 - 42 43 - 61 
ORC 18 - 38 39 - 59 
SCORPIONOID (INSECT) 18 - 38 39 - 59 
SHAPESHIFTER 19 - 39 40 - 59 
STYGIAN CELDRITCH) 25 - 55 56 - 109 


The Character can only have a maximum Health of 4. 
The Character must reduce one of his Stats by 1. 

The Character can only have an Heir with a result of 5+ on a d6 Roll. 
A Middle-Aged Character created during Character Creation, obtains 1 additional COMPETENT FEAT. 
A Middle-Aged Character created during Character Creation, can increase a SKILL of his choice by 1, even if such SKILL will reach 
a total of 3 Skill Ranks, which will be kept at 3 as single exception for the rules. 


OLD: 


The Character can only have a maximum Health of 3 (SLIMES 6). 
The Character must reduce one of his Stats by 1. 

The Character can no longer have an Heir. 
An Old Character created during Character Creation obtains 2 additional COMPETENT FEAT. 
An Old Character created during Character Creation can increase two SKILLS of his choice by 1, even if such SKILLS will reach a 
total of 3 Skill Ranks, which will be kept at 3 as single exception for the rules. 


WEIGHT AND ENCUMBRANCE 


To determine the weight which can be carried by a Creature, you must use his BODY value and the following Table. 
The STRONG BACK FEAT allows the character to carry more weight than usual. 
SMALL Creatures are capable to carry less weight, while LARGE creatures will double the Medium-size Table while HUGE creatures ill 
multiply it four times. 


MEDIUM CREATURE 


BODY VALUE 


LIGHT ENCUMBRANCE 


MEDIUM ENCUMBRANCE 


HEAVY ENCUMBRANCE 


STRONG BACK 


LIGHT ENCUMBRANCE 


MEDIUM ENCUMBRANCE 


HEAVY ENCUMBRANCE 


1 


Up to 13 kg (26 Ib) 


13,5 — 26,5 kg (27 — 53 Ib) 


27 — 40 kg (54 — 80 Ib) 


Up to 15 kg (30 Ib) 


15,5 — 30 kg (31 — 60 Ib) 


30,5 — 45 kg (61 — 90 Ib) 


Up to 19 kg (38 Ib) 


19,5 — 38 kg (39 — 76 Ib) 


38,5 — 57,5 kg (77 — 115 Ib) 


Up to 21,5 kg (43 Ib) 


22 — 43 kg (44 — 86 Ib) 


43,5 — 65 kg (87 — 130 Ib) 


Up to 29 kg (58 Ib) 


29,5 — 58 kg (59 — 116 Ib) 


58,5 — 87,5 kg (117 — 175 Ib) 


Up to 33 kg (66 Ib) 


33,5 — 66,5 kg (67 — 133 Ib) 


67 — 100 kg (134 — 200 Ib) 


Up to 43 kg (86 Ib) 


43,5 — 86,5 kg (87 — 173 Ib) 


87 — 130 kg (174 — 260 Ib) 


Up to 50 kg (100 Ib) 


50,5 — 100 kg (101 — 200 Ib) 


100,5 — 150 kg (201 — 300 Ib) 


Up to 66,5 kg (133 Ib) 


67 — 133 kg (134 — 266 Ib) 


133,5 — 200 kg (267 — 400 Ib) 


Up to 76,5 kg (153 Ib) 


77 — 153 kg (174 — 346 Ib) 


153,5 — 230 kg (347 — 520 Ib) 


Up to 86,5 kg (173 Ib) 


87 — 173 kg (174 — 346 Ib) 


173,5 — 260 kg (347 — 520 Ib) 


Up to 100 kg (200 Ib) 


100,5 — 200 kg (201 — 400 Ib) 


200,5 — 300 kg (401 — 600 Ib) 


SMALL CREATURE 


BODY VALUE 


LIGHT ENCUMBRANCE 


MEDIUM ENCUMBRANCE 


HEAVY ENCUMBRANCE 


STRONG BACK 


LIGHT ENCUMBRANCE 


MEDIUM ENCUMBRANCE 


HEAVY ENCUMBRANCE 


1 


Up to 10 kg (20 Ib) 


10,5 — 20 kg (21 — 40 Ib) 


20,5 — 30 kg (41 — 60 Ib) 


Up to 11,5 kg (23 Ib) 


12 — 23 kg (24 — 46 Ib) 


23,5 — 35 kg (47 — 70 Ib) 


Up to 13 kg (26 Ib) 


13,5 — 26,5 kg (27 — 53 Ib) 


27 — 40 kg (54 — 80 Ib) 


Up to 15 kg (30 Ib) 


15,5 — 30 kg (31 — 60 Ib) 


30,5 — 45 kg (61 — 90 Ib) 


p to 19 kg (38 Ib) 


19,5 — 38 kg (39 — 76 Ib) 


38,5 — 57,5 kg (77 — 115 Ib) 


Up to 21,5 kg (43 Ib) 


22 — 43 kg (44 — 86 Ib) 


43,5 — 65 kg (87 — 130 Ib) 


p to 29 kg (58 Ib) 


29,5 — 58 kg (59 — 116 Ib) 


58,5 — 87,5 kg (117 — 175 Ib) 


Up to 33 kg (66 Ib) 


33,5 — 66,5 kg (67 — 133 Ib) 


67 — 100 kg (134 — 200 Ib) 


p to 43 kg (86 Ib) 


43,5 — 86,5 kg (87 — 173 Ib) 


87 — 130 kg (174 — 260 Ib) 


Up to 50 kg (100 Ib) 


50,5 — 100 kg (101 — 200 Ib) 


100,5 — 150 kg (201 — 300 Ib) 


Up to 66,5 kg (133 Ib) 


67 — 133 kg (134 — 266 Ib) 


133,5 — 200 kg (267 — 400 Ib) 


Up to 76,5 kg (153 Ib) 


77 — 153 kg (174 — 346 Ib) 


153,5 — 230 kg (347 — 520 Ib) 


2: CAREER, FEATS AND SKILLS 


The Character’s Career represents what the Character does and his field of expertise, as indication for both him and the GM to 
understand the idea behind him. A Character’s Career Name could be simply a Knight, a Rogue or a Mercenary but the name 
itself is not really relevant for rules purposes but must still be accepted by the GM. 

The CAREER RANK is, instead, extremely important for the rules since allows the acquisition of more advanced FEATS and to determine 
the Character’s overall experience, allowing a GM to adjust the game’s difficulty in case. 

CAREER RANKS are divided in COMPETENT, ADVANCED and EXPERT. 

A Character always starts as COMPETENT. 


FEATS represent the ability of a Knight to perform certain actions or the advantages it has in certain situations than others could not 
have, or his proficiency with certain weapons or the ability to cast spells. 

A Character is created with 4 FEATS of his choice, plus those additional FEATS obtained through BACKGROUND, ORIGIN and RACE. 

A Character can only acquire 5 FEATS per Career Rank, after Character Creation. 

A Character can only acquire a FEAT if it matches the requirements, usually described within the FEAT description. 

A Character can acquire only FEATS from those of his actual Career Rank or those from a lower Rank, which means an Advanced 
Character can acquire both ADVANCED and COMPETENT FEATS but not EXPERT FEATS. 


SKILLS represent the ability to perform certain actions, such as searching for a treasure, jumping over a pit or understanding stuff. 


BACKGROUND FEATS can only be obtained during Character Creation, and are used to determine how some Princesses could react to 
the Character, even if that is more useful when playing with a GAME MASTER. 


If a BACKGROUND FEAT has multiple choices, they can also be obtained after Character Creation (IE: G00D or CORRUPTED), usually by 
doing certain Actions, during particular EVENTS, or using certain ITEMS. 


Example: 
A Character who prays to a certain Statue can change his ALIGNMENT or MORALITY. 


When a FEAT replaces another one, both are calculated to the total FEATS a character has, but he still obtains the benefits of both. 
The Character is still considered to have the replaced FEAT. 


Example: 
A Character with ARMOR PROFICIENCY (HEAVY) is still able to also use LIGHT and MEDIUM ARMORS too. 
A Character with the JOURNEYMAN SPELLCASTER FEAT is still considered a MAGIC USER. 


Usually this is only important during the Character Creation (and that's why a Classic Knight only has three FEATS, since his ARMOR 
PROFICIENCY (MEDIUM) counts as 2) 


CAREER ADVANCEMENT 

After the Character Creation, a Character can acquire more FEATS during his adventures, becoming more proficient and able to 
face harder challenges. When a COMPETENT Character manages to learn 5 new FEATS, he can advance his CAREER RANK to ADVANCED, and 
after 5 more FEATS he can finally become an EXPERT. Since a Character is limited to learn up to 5 FEATS per CAREER RANK, a Character 
can learn a total of 15 new FEATS after Character Creation. 


Since a Character simply learns new FEATS and SPELLS from TRAINERS, it’s up to the GM to decide how long it could take or when he 
can learn something new, but usually its suggested to allow to learn a FEAT and SPELL per single game session, or every two. 
If playing solo such limits can be ignored. 


When a Character obtains a Career Advancement, it will also obtain a number of Skill Ranks equal to 1 plus it Mind value. 
Such Skill Ranks can be used to further increase the Skill Ranks already assigned to Skills or simply assigned to Skills with 0 
Ranks. 


ASIC SKILLS AND ADVANCED SKILLS: 
BASIC SKILLS are those which everyone can perform without training or study, or can still be done with little experience, such as CLIMB, 
LISTEN and so on. 
ADVANCED SKILLS indicate those which are obtained for a specific task or through knowledge, such as LOCK-PICKING, TRACKING etc. 


During Character Creation, every Character obtains a number of SKILL RANKS equal to 5 plus its MIND value. 
Such SKILLRANKS are then assigned to a BASIC or ADVANCED SKILL of the player’s choice, even it’s suggested to talk to the GM about which 
SKILLS the Character could have, according to his BACKGROUND and ORIGINS. 


Example: 

The Player wants to create an Adventurer which parents where librarians. In this case he selects some SKILLS such as LIBRARY USE, KNOWLEDGE (HISTORY) 
and KNOWLEDGE (GEOGRAPHY). Since these types of SKILLS makes sense for someone which lived within a library the EM] allows him to do so. The player 
doesn’t selects TRACKING or LOCK-PICKING, since he concludes his character wasn’t really interested into learning them. 


A Character can assign only 1 SKILL RANK to a SKILL during Character Creation, but it’s possible to increase such RANKS thanks to FEATS 
or RACIAL TRAITS. A Competent Character can only have 2 SKILL RANKS per SKILL, an Advanced 3 SKILLRANKS and an Expert 4 SKILL RANKS. 
If a FEAT allows to increase a SKILL RANK by 1 and the player selects a SKILL with 0 RANKS, such SKILL is simply increased to 1. 


Skill Modifier 
A Skill Modifier is calculated as follows: 
Skill Rank Value + Characteristic Modifier + Bonus + Penalty = Skill Modifier. 


The Skill Modifier are the overall ability of the Character to be successful in the selected SKILL. 


Modifiers from Characteristics to Skill Checks: 
Except for ATTACK and HEALTH, all the Characteristics grant a Characteristic Modifier which usually applies to Skill Checks 
The Modifier granted by ATTACK is equal to the ATTACK value. 


A Common Knowledge: 

All Characters automatically receive 1 SKILL RANK at KNOWLEDGE (COMMON), which must be assigned before any other SKILL RANK 
assignment. This is due to the fact that every character starts with some personal knowledge which he learned during his life. 
The only exceptions are AWAKENED MANNEQUINS, since they usually begin their adventure when they have been only recently 
awakened. 


Fixing here and there: 
When a FEAT increases a specific SKILL by 1, it means that the SKILL RANK will be increased. 
If the SKILL RANK limit is reached through an increase obtained by a FEAT, the SKILL will not be increased until the limit is increased too. 


Example: 

A Competent Character has 2 Skill Ranks at KNOWLEDGE (ARCANE) but acquires a FEAT which should further increase the Skill Ranks by 1. Since the 
limit for Competent Characters is 2 Skill Ranks, the FEAT has no immediate effect, but when the Character will be promoted to an Advanced 
Career, the FEAT will be immediately effective, granting the 3% Skill Rank. 


LIST OF BASIC SKILLS: 


Bargain (Mind) 

Counters: Bargain 

Can be used to obtains some discounts or to rise a little the price of equipment and other types of merchandise. 
Usually a successful roll could grant some extra Coins or lower the price by 1-5, depending on the actual cost. 


Bluff (Mind) 
Used to lie to others, trick them or to act differently without any suspicion. 


Climb (Body) 
Used to Climb up or down. 
Explained at Page 17 of the Core Rules. 


Hide (Mind) 
Ability to find the right spot at the right moment to avoid being seen by others. 
Explained at Page 18 of the Core Rules. 


Intimidate (Will) 
Used to threaten others by words and body language. 


Jump (Body) 
Allows to jump over certain obstacles. 
Explained at Page 17 of the Core Rules. 


Knowledge (Common) (None) 

This is the only Knowledge Skill which counts as BASIC, since it represents the overall Character's knowing about stuff he learned 
during his life, but is only used for generic references or to non-specific Rolls, such as knowing some old stories which can be not 
true or not precise at all or about simple and common facts, such as the name of the local King but not the names of all his nobles, 
etc. AGM can still decide the overall degree of info a Character could know, but is usually very vague. 


Listen (Mind) 
Counters: Sneak 
Used to hear noises and determine the direction of certain source of noises. 


Persuade (Mind) 
This SKILL can be used to calm down people or convince them of your point of view. 


Search (Mind) 
Searching is essentially used to find hidden stuff or useful items for your adventures. 
Is mostly used to see if the Character finds Treasures and other utilities during his explorations. 


Sense Motive (Mind) 

Counters: Bluff, Intimidate, Persuade 

This Skill is used to understand the true meanings of the words used by another person or to detect lies or understanding if 
someone is trying to fool the character. Can also be used with Spto to notice certain differences in someone’s behaviour. 


Sneak (Agility) 
Sneak allows you to move silently or at least to reduce the noise your Character does by walking around. 


Spot (Mind) 
Counters: Hide 
This SKILL is used to notice important details, to sight incoming dangers or to notice that something is off in a room. 


Swim (Body) 

Allows to swim through water. 

By default the SKILL only allows you to splash and reel around, while selecting it during Character Creation allows the Character to 
swim regularly. 

Explained at Page 19 of the Core Rules. 


IST OF ADVANCED SKILLS: 


First Aid (Mind) 
This Skill allows the Character to treat wounds and heal other Creatures. 


Library Use (Mind) 
This Skill allows the Character to browse faster through library shelves, to be able to find specific books, keep a library organized 
and overall knowing where to look for precious information. It’s also used to find Spell Scrolls in certain locations. 


Diplomacy (Mind) 

Counters: Diplomacy 

This SKILL represents the Character’s knowledge of diplomatic acts and how to deal with them or correctly make new ones. 
Treaties of Peace, Trade Agreements and Alliances are all common examples of Diplomacy in action, but it can be further 
expanded for more complex uses as long as the GM agrees. 

Can be combined with BARGAIN, BLUFF, INTIMIDATE or PERSUADE for different results. 


Knowledge (x) (None) 
This SKILL can be acquired multiple times, each one for a different type of Knowledge, such as History, Arcane and so on. 
The use of this SKILL is mostly decided by the GM, but it's also used to recall specific information on the subject. 


Examples: 
Alchemy, Arcane, Architecture, Geography, Healing, Herbalist, History, Military, Monsters and Creatures, Nobility, Religion 


Lock-picking (Agility) 
Used to Open Locks. 
A result of 1 will jam the LOCK. 


Perform (x) (None) 
This SKILL represents the ability to perform with a specific instrument or type of entertainment. 
This SKILL can be acquired multiple times for different types of Performances. 


Examples: 
Dancing, Jest, Poetry, Singing, Speechcraft, Storytelling 


Repairing (x) 
Used to repair a specific item, usually indicated within the brackets. 
This SKILL can be acquired multiple times for different types of Repairing. 


Examples: 
Metallic Armors, Wooden Items 


Tracking (Mind) 
Used to follow tracks and trails left by moving Creatures through different terrains. 
Explained at Page 19 of the Core Rules. 


Survival (x) 

This SKILL is used when moving through the wilderness of different type of territories, and allows to keep the chosen direction or to 
avoid dangerous encounters with the wildlife or environmental dangers. 

This SKILL can be acquired multiple times for different type of zones. 


Examples: 
Caves, Forest, Hills, Jungle, Mountain, Plains 


ORIGIN FEAT LIST: 


These FEATS can only be obtained through the selection of a specific ORIGIN. 


BASTARD (Origin) 

The Character suffers a -1 when performing social interactions with SAVAGE, WILD and UNBOUND Princesses and NPCs. 

The penalty could also be applied to NOBLES but it’s up to the GM to decide for every situation. 

An HEIR generated by a NOBLE with a non-NOBLE Creature automatically obtains this FEAT for Free. If the Character manages to marry a 
NOBLE Princess, he will then replace this FEAT with the NOBLE FEAT for free. 


BLUE BLOOD (Origin) 

The Character suffers a -1 when performing social interactions with UNBOUND Princesses and NPCs. 

The Character can increase his KNOWLEDGE (NOBILITY) SKILL by 1. 

If the Character manages to marry a NOBLE Princess, he will then replace this FEAT with the NOBLE FEAT for free. 


NOBLE (Origin) 

A NOBLE Character suffers a -1 when performing social interactions with REBEL and UNBOUND Princesses and NPCs 

If the Character successfully Marries a NOBLE Princess and generates an HEIR, the HEIR is forced to acquire this FEAT too. 
If the Character generates an HEIR from a non-NOBLE Princess, the HEIR is forced to acquire the BLUE BLOOD FEAT instead. 
The Character increases his KNOWLEDGE (NOBILITY) SKILL by 1. 


NOBLE IN DISGRACE (Origin) 

This FEAT is similar to the NOBLEFEAT for the exception that for some event, the Character is no longer a true NOBLE. 

The Character suffers a -1 when performing social interactions with other NOBLE Princesses and NPCs. 

The Character can still be considered a NOBLE when determinate negative reactions or penalties by other Princesses and NPCs, 
but is up to the GMI to decide for each occasion. 

The Character increases his KNOWLEDGE (NOBILITY) SKILL by 1. 

If the Character manages to restore his former Nobility he will substitute this Feat with the NOBLE FEAT for free. 


PLEBEIAN (Origin) 
The Character has very humble origins, such that he can barely be called a Character since he is probably a Commoner or a 


Farmer. The Character suffers a -1 when performing social interactions with NOBLE Princesses and NPCs. 


UNBOUND (Origin) 

UNBOUND Characters are those which not follow the royal hierarchy and are often free from such bonding or follow different rulers, 
like being part of a HIVE, a PACK or similar different social structures. 

The Character suffers a -1 when performing social interactions with NOBLE Princesses and NPCs 


ACKGROUND FEAT LIST: 


These FEATS can only be obtained through the selection of a specific BACKGROUND. 


CIVILIZED (Background) 

The Character is used to life among Civilizations that are more used to exploiting the environment to build better cities and craft 
items than actually respect Nature or thinking about Animal Feelings. 

CIVILIZED Characters suffer a -1 when performing social interactions with SAVAGE and WILD Princesses and NPCs. 


CRIMINAL (Background) 

The Character is considered a CRIMINAL. 

The Character suffer a -1 when performing social interactions with LAWFUL Princesses and NPCs 

The penalty can be also obtained when interacting with BLUE BLOOD, PLEBEIANS and NOBLES, but it’s up to the GM to decide for each 
situation. 


REBEL (Background) 

The Character had enough of the rulers of his homeland and is more or less actively rebelling against them. 

The Character suffers a -1 when interacting with BLUE BLOOD and NOBLE Princesses and NPCs. 

The penalty can also be obtained when interacting with LAWFUL and PLEBEIAN NPCs depending on the Character’s actions, and is up 
to the GM to decide for each situation. 


SAVAGE (Background) 

The Character is often considered a Barbarian, a Tribesman, or even a brutal person, who does not care about Nobility. 
The Character suffers a -1 when interacting with CIVILIZED Princesses and NPCs. 

The Character can increase one of his SURVIVAL SKILL by 1, usually related to his place of origin. 


WILD (Background) 

The Character is more connected with Nature and the Wilds than with Civilization. 

The Character suffers a -1 when interacting with CIVILIZED Princesses and NPCs. 

The Character can increase one of his SURVIVAL SKILL by 1, usually related to his place of origin. 


COMPETENT FEAT LIST: 


ALCHEMY (Knowledge) 

Requires: MIND 3 

The Character has learned the basics of ALCHEMY, which allows him to Identify any POTION he finds with a successful KNOWLEDGE 
(ALCHEMY) Check. The Character increases his KNOWLEDGE (ALCHEMY) SKILL by 1. 


ACT OF FAITH (Faith) 

Requires: MIND 1, WILL 2, CLERICAL INSPIRATION 

The Character has such a zealous faith in his religion that he can perform what are called “Acts of Faith’. 

ACTS OF FAITH are considered SPELLS and can be used Once per Combat Round every 1d3 Rounds. 

A Character can perform a number of ACTS OF FAITH equal to double his WILL value until he takes at least 4 hours of rest. 
The default ACT OF FAITH available with this FEAT is “PRAYER”. 

This FEAT can't be acquired by MAGIC USERS. 

A Character can only learn three additional ACTS OF FAITH. 


Prayer: 

The Character can PRAY for a single ALLY/COMPANION/HENCHMEN or himself, granting a +1 bonus to the first Fear or Terror Check it must 
perform. If the target follows the same Religion and has the CLERICAL INSPIRATION or RELIGIOUS FEAT, the effect of the PRAY lasts for 5 
Minutes. The Character can PRAY for a number of Targets equal to his WILL value, but each one of them can only receive a PRAY 
Once per Hour. 


AGILE (Adventure) 

Requires: AGILITY 2 

The Character can use his AGILITY Characteristic instead of BODY, when trying to resist being Knocked Down or being Hold by 
Creatures of at least one Size Larger. 


AMBIDEXTERITY (Adventure/Combat) 
Requires: AGILITY 2 


The Character can use a One Handed or SMALL WEAPON per hand, but can't use a SHIELD while doing so. 
He obtains an Additional Attack per Combat Round with the additional WEAPON. 
If the Secondary WEAPON is One Handed, he suffers a -1 to his Attack Roll for both. 


APPRENTICE NECROMANCER (Special) 

Requires: MAGIC USER, MIND 2, WILL 2 

The Character can Learn and Cast APPRENTICE NECROMANTIC SPELLS. 

The Character increases his KNOWLEDGE (NECROMANCY) SKILL by 1. 

The Character increases his total MP by 10. 

This FEAT can’t be acquired if the Character already has the APPRENTICE SPELLCASTER or the ACT OF FAITH FEAT. 


APPRENTICE SPELLCASTER (Arcane) 

Requires: MIND 2, MAGIC USER 

When this FEAT is acquired, the Character must select a type of MAGIC between ARCANE, NATURE or WITCHCRAFT, which will then be used to 
only learn spells from (so if you choose Arcane, you can only learn Arcane Spells). 

The Character can learn and cast APPRENTICE SPELLS of the selected Type of Magic. 

The Character increases his KNOWLEDGE (ARCANE) SKILL by 1. 

The Character increases his total MP by 10. 

This FEAT can’t be acquired if the Character already has the APPRENTICE NECROMANCER or the ACT OF FAITH FEAT. 


ARCANE AWARENESS (Arcane) 
Requires: MIND 2 
Once per Combat, the Character can Re-Roll a result of 1 when performing a Magical Attack. 


ARCANE RESERVE (Arcane) 
Requires: WILL2 
The Character increases his total MP by 6. 


ARMOR PROFICIENCY (LIGHT) (Adventure/Combat) 
The Character can wear a LIGHT ARMOR or LIGHT GLADIATORIAL ARMORS. 


ARMOR PROFICIENCY (MEDIUM) (Adventure/Combat) 

Requires: BODY 2, ARMOR PROFICIENCY (LIGHT) 

The Character can wear a MEDIUM ARMOR or MEDIUM GLADIATORIAL ARMORS. 

This Feat replaces the ARMOR PROFICIENCY (LIGHT) FEAT while still allowing to use both. 


ATHLETIC (Adventure/Combat) 

Requires: BODY 2 

The Character can Re-Roll a result of 1 when performing a JUMP CHECK or a CLIMB CHECK, Once per Hour. 
An Advanced Character can Re-Roll Once per Half an Hour. 


BARKER (Social) 

Requires: MIND 2 

Once per Hour the Character can Re-Roll a result of 1 when performing a BARGAIN CHECK or a BLUFF CHECK. 
An Advanced Character can Re-Roll Once per Half an Hour. 


BRAWLER (Combat) 

Requires: BODY 3 

The Character can Re-Roll a result of 1 when performing an ATTACK Check if used to Grapple an opponent or while trying to 
perform a Hand to Hand Maneuver, Once per Combat. 

An Advanced Character can Re-Roll Twice per Combat, but only Once per Combat Round. 


CHARGE (Combat) 

Requires: BODY 2 

Once per Combat, if the Character moves at his full Movement value and then performs a Melee Attack which results in a tie 
(IE: his Attack Roll is equal to the opponent’s Dodge or Block Roll) he will be considered to instead have successfully hit his 
opponent. This FEAT can be used Twice per Combat, if the Character is fighting on a MOUNT or is a BEASTFOLK of the following 
subspecies: BOAR, GOAT or MINOTAUR. 


CLERICAL INSPIRATION (Faith) 

The Character is very religious and follows the commandments of his deity and/or religion with utmost seriousness. 

This FEAT has the same effect as the RELIGIOUS FEAT, and the Character counts as being RELIGIOUS, for the purpose of being affected by 
certain FEATS or EFFECTS and there is no need to acquire both. 

Once per Day, the Character can obtain a +1 when trying to resist a Fear or Terror effect. 

The Character increases his KNOWLEDGE (RELIGION) SKILL by 1. 

The Character can't acquire the APPRENTICE SPELLCASTER and APPRENTICE NECROMANCER FEATS. 


COMBAT AWARENESS (Combat) 
Once per Combat, the Character can Re-Roll a result of 1 when performing a Melee Attack. 


COOKING (Social) 
The Character increases his COOKING SKILL of his choice by 1. 
He can decide what he can cook, such as Meat, Simple Meals, etc. 


CORPORE SANO (Adventure) 
Requires: BODY 2 
The Character increases by 1 the SKILL RANKS of two of the following SKILLS: CLIMB, JUMP or SWIM 


DEFENSIVE AWARENESS (Adventure/Combat) 
Once per Combat, the Character can Re-Roll a result of 1 when trying to Dodge an Attack. 


DETECT TRAPS (Adventure) 

The Character is able to Detect a MECHANICAL TRAP with a successful SEARCH Check. 

Detecting a TRAP usually requires a certain amount of time, which can be a single Combat Round or even more time, according to 
the GM. If Playing Solo, it usually requires Two Actions. 


DIPLOMAT (Social) 

Requires: MIND 2, CIVILIZED 

The Character increases his DIPLOMACY SKILL by 1. 

The Character can Re-roll a result of 1 when performing a DIPLOMACY Check. 


DISARM TRAPS (Adventure) 
Requires: MIND3 
The Character can Re-roll a result of 1 when trying to Disarm a MECHANICAL TRAP or Counter a MAGICAL TRAP, Once per Hour. 


EXPLORER'S AWARENESS (Adventure) 
Requires: DETECT TRAPS 
The Character can Re-Roll a result of 1 while trying to Detect a TRAP Once per Hour. 


FIRST AID (Heal/Knowledge) 

Requires: MIND 2. 

The Character increases his FIRST AID SKILL by 1. 

The Character can use a BANDAGE on an ally, or himself, after a Combat where the target had suffered damages to his HEALTH has 
ended, restoring 1 HEALTH lost. Is only possible to Heal someone with a BANDAGE once, but can be healed after different Combats. 
The BANDAGE can not be used if the Creature has been already healed by a HEALING HERB. 


HERBALIST (Knowledge) 

Requires: MIND 2 

The Character increases his KNOWLEDGE (HERBALIST) SKILL by 1. 

The Character can use a HEALING HERB on an ally, or himself, once a Combat where the target had suffered damages to his HEALTH 
has ended, restoring 1 HEALTH lost. Is only possible to Heal someone with a HEALING HERB once, but can be healed after different 
Combats. The HEALING HERB can not be used if the Creature has been already healed by a BANDAGE. 


IMPROVED INITIATIVE (Adventure/Combat) 
The Character increases his INITIATIVE value by 1. 


INQUISITIVE (Social) 

Requires: MIND 3, 2 Ranks at SPOT 

The Character can Re-Roll a result of 1 when performing a SPOT CHECK used to notice details or a MIND CHECK required to Counter a 
BLUFF CHECK Once per Hour. An Advanced Character can Re-Roll Once per Half an Hour. 

The Character should also obtain some extra details with successful checks while performing investigations, but is up to the EM to 
decide when and how much. 


KEEN EYE (Adventure) 

Requires: MIND 2, 1 Rank at Search and Spot 

The Character can Re-Roll a result of 1 when performing a SEARCH CHECK or a SPOT CHECK used to notice Hidden Creatures, Once per 
Hour. An Advanced Character can Re-Roll Once per Half an Hour. 


KEEN SENSES (Adventure) 
The Character increases by 1 the SKILL RANKS of two of the following SKILLS: LISTEN, SEARCH or SPOT 


LAWFUL (Background) 

This FEAT can both be received through BACKGROUND or selected as regular FEAT only during Character Creation. 

The Character is considered a trustworthy person or someone who always follow the Laws of the local cities. 

He obtains a +1 when interacting with LAWFUL Princess and NPCs, but will suffer a -2 when interacting with when interacting with 
CRIMINAL, OUTLAW and REBEL Princesses or NPCs. 

The Character increases his KNOWLEDGE (LAWS) SKILL by 1. 


LOCK PICKING (Adventure) 

Requires: MIND 2 

The Character increases his LOCK-PICKING SKILL by 1. 

The Character is able to try to Open a Lock with a successful LOCK-PICKING CHECK as long as it has at least one LOCK-PICK available. 
Picking a Lock usually requires a certain amount of time, which can be a single Combat Round or even more time, according to 
the GM. If Playing Solo, it usually requires Two Actions. 


AGIC USER (Arcane) 
Requires: MIND 2 
The Character is able to Learn and Cast BASIC SPELLS. 
The Character increases his total MP by 5. 


MENS SANA (Social) 
Requires: MIND 2 
The Character increases by 1 the SKILL RANKS of two of the following SKILLS: BARGAIN, PERSUADE or SENSE MOTIVE 


NATURAL WEAPON (X) (Racial) 

Note: This Feat can only be obtained as Racial Feat. 

Since BEASTFOLK and LIZARDFOLK Creatures are based on animals and reptiles, they can use their claws, talons, horns, or tusks to 
attack their opponents. The type of Natural Weapon must be selected when the Feat is acquired (IE: Bite, Claw, etc.) and the 
Character can attack with it if not using any weapon. All Natural Weapons are considered of the same Size of the creature and 
are considered Unarmed Attacks when interacting with certain FEATS. 


PERFORMER (Social) 
Requires: MIND 2 
The Character increases two PERFORM SKILL of its choice by 1 except for those which already receive an increment by another FEAT. 


POWER STRIKE (Combat) 

Requires: ATTACK 2 

Once per Combat, the Character can deal 1 additional Melee Damage while suffering a -1 to his Hit Rolls for an entire Combat 
Round. 

This FEAT can't be combined with DEFENSIVE MANEUVER or DUELIST LUNGE. 


An Advanced Character can use this FEAT Twice per Combat. 


QUICK (Adventure/Combat) 
Requires: AGILITY 2 
The Character increases his MOVEMENT value by 1 as long as it's used to walk or run. 


RAGE (Special) 

Requires: WILL 2 

Once per Combat, the Character deals 1 additional Damage with all his Melee Attacks while suffering a -1 to Block and Dodge. 
The RAGE lasts for a number of Combat Rounds equal to his WILL value or until he is KNOCKED UNCONSCIOUS. 

When the Combat ends the Character must perform a BODY Check with a -1 to the Roll or become Tired. 


RANGED AWARENESS (Marksman) 
Once per Combat, the Character can Re-Roll a result of 1 when performing a Ranged Attack. 


RELIGIOUS (Background) 

This FEAT can both be received through BACKGROUND or selected as regular FEAT only during Character Creation. 
The Character follows a certain religion of his choice and is very convinced about it. 

The Character increases his KNOWLEDGE (RELIGION) SKILL by 1. 


REPAIRING (Special) 

Requires: MIND 3 

The Character increases his REPAIRING (METALWORK) SKILL by 1. 

The Character can Repair a CONSTRUCT as long as he is equipped with REPAIRING TOOLS. 

The Repairing allows to recover 1d3 Armor Points lost, with a successful Repairing Check but can only be done once every 2 
Floors explored or once per hour. A roll of a 6 on the dice allows to Repair one additional Armor Point. 

Still, the Repairing can only restore all but one Armor Point lost, unless the reparation happens in the CAMPSITE or in a calm place 
where the procedure can be executed with quiet and many spare parts. 


RIDE (X) (Special) 

The Character is capable of riding the selected creature, usually a HORSE, a DONKEY, or PONY. 

While Mounted, the Character's Movement is equal to the Creature'’s and they are considered a single Creature only for the 
purpose of Movement and INITIATIVE. 

The Character uses the Mount's SIZE and BODY, if higher than his, when affected by Hand to Hand Manoeuvres. 

Only the Character can Attack during Combat while Mounted. 

The Character increases his RIDE SKILL by 1. 


SCHOLAR (Background) 
Requires: MIND 2 
The Character increases by 1 the SKILL RANKS of 3 different KNOWLEDGE SKILLS of its choice. 


SEEKER (Adventure) 

Requires: MIND 2 

The Character can Re-Roll a result of 1 when performing a SEARCH Check if used to detect HIDDEN DOORS, PASSAGES, or COMPARTMENTS 
Once per Hour. An Advanced Character can Re-Roll Once per Half an Hour. 


SHIELD EXPERTISE (Combat) 
Requires: SHIELD PROFICIENCY 
Once per Combat, the Character can Re-Roll a result of 1 when trying to Block an Attack. 


SHIELD PROFICIENCY (Combat) 
The Character is able to use a SMALL or MEDIUM SHIELD during Combat. 


STEALTHY (Adventure) 
The Character increases by 1 the SKILL RANKS of HIDE and SNEAK. 


STORYTELLER (Background) 
The Character increases his PERFORM (STORYTELLING) SKILL by 1. 
The Character can Re-roll a result of 1 when performing a PERFORM (STORYTELLING) Check, Once every Four Hours. 


STRONG BACK (Background) 
The Character increases the total encumbrance he can carry (see page 10 for more info). 


SURVIVALIST (Adventure) 
The Character increases one SURVIVAL SKILL of his choice by 1. 
The Character can Re-roll a result of 1 when performing a SURVIVAL SKILL CHECK he has RANKS to, Once every Four Hours. 


SWORD AND SHIELD (Combat) 
Requires: SHIELD PROFICIENCY 
Once per Combat, the Character can obtain a +1 when trying to Block a Melee Attack. 


TACKLE (Combat) 

Once per Combat the Character obtains a +1 when trying to Knock Down an opponent as long as he previously moved at his full 
Movement value. 

This FEAT has effect only against Creatures of the same SIZE or smaller. 

An Advanced Character can use this FEAT Twice per Combat. 


TOUGH SKIN (Special) 

Requires: BODY 2 

The Character is considered to have 1 Armor Point even if he is wearing CLOTHING or if he is Naked. 

If the Character is wearing a REDUCED or GLADIATORIAL ARMOR, he can automatically pass a single Roll, Once per Combat, to determine 
if he obtains the Armor Point from it or not. 


RACK (Hunting) 
Requires: MIND 2 
The Character increases his TRACKING SKILL by 1. 
The Character can Re-roll a result of 1 when performing a TRACKING Check, Once every 4 Hours. 


UNARMED COMBAT (Combat) 

The Character knows how to fight and deal Bludgeoning Damage without using any weapon by using his fists and/or feet. 
He can acquire the WEAPON FOCUS (UNARMED COMBAT) FEAT. 

Unarmed Attacks are considered SMALL. 


USE ARCANE STAFF (Arcane) 
Requires: MIND 2, MAGIC USER 
The Character can use an ARCANE STAFF. 


USE SCROLL (Adventure/Arcane) 
Requires: MIND 2, WILL 2 
The Character can use ARCANE SCROLLS. 


USE WAND (Arcane) 
Requires: MIND 2, WILL 3 
The Character can use WANDS. 


WEAPON PROFICIENCY (POLEARMS) (Adventure/Combat) 
The Character can use any POLEARM WEAPON. 


WEAPON PROFICIENCY (RANGED) (Adventure/Combat/Marksman) 
The Character can use any RANGED WEAPON. 


WEAPON PROFICIENCY (THROWING) (Adventure/Combat/Marksman) 
The Character can use any THROWING WEAPON. 


WEAPON PROFICIENCY (TWO HANDED) (Combat) 
The Character can use any TWO HANDED WEAPON. 


ADVANCED FEAT LIST 


ADVANCED KNOWLEDGE (Knowledge) 
Requires: MIND 3 
The Character can Re-roll a result of 1 when performing any Knowledge Check, Once per Hour. 


ARCANE FOCUS (Arcane) 
Requires: MIND 3, APPRENTICE SPELLCASTER 
The Character obtains a +1 when performing Magic Attacks. 


ARCANE TRAINING (Arcane) 
Requires: MIND 3, APPRENTICE SPELLCASTER 
The Character reduces the cost of his BASIC SPELLS and APPRENTICE SPELLS by 1 (min 1). 


ARMOR PROFICIENCY (HEAVY) (Combat) 

Requires: BODY 2, ARMOR PROFICIENCY (MEDIUM) 

The Character can wear a HEAVY ARMOR or HEAVY GLADIATORIAL ARMORS. 

This Feat replaces the ARMOR PROFICIENCY (MEDIUM) FEAT while still allowing to use all of them. 


ARMORED SPELLCASTER (Arcane) 

Requires: BODY 2, WILL 3, ARMOR PROFICIENCY (LIGHT) 

While wearing LIGHT ARMORS, the Character reduces the additional MP cost for Casting Spells to 1. 

If the Character has the ARMOR PROFICENCY (MEDIUM) FEAT, he then reduces the additional MP to 2 while wearing MEDIUM ARMORS. 
If the Character has the ARMOR PROFICENCY (HEAVY) FEAT, he then halves the additional MP cost while wearing HEAVY ARMORS. 
Regardless of what armor he is then using, the additional MP cost for casting BASIC SPELLS is removed. 


ATHLETIC EXPERTISE (X) (Adventure) 

Requires: BODY 3, 3 Ranks at Climb, Jump or Swim 

The Character is now more expert when performing a specific type of action, such as Climbing, Jumping or Swimming. 

When this FEAT is acquired, you must select the same type of SKILL used, for example if the Character has JUMP it can be selected for 
this FEAT which will then become ATHLETIC EXPERTISE JUMP). 

Once per Day the Character can automatically pass a single Skill Check related to this FEAT, or at least be able to Re-Roll a result 
of 1 (up to the GM to decide). 

An Expert Character can use this FEAT Twice per Day. 

This FEAT can only obtained Once. 


BACKSTAB (Special) 

Requires: MIND 2, 3 Ranks at SNEAK 

When performing a melee attack with a SMALL WEAPON from behind an unaware target, the Character will deal 1 Extra Damage with a 
result of 5+ on the Attack Roll. This FEAT can also be used if flanking the target or if the target is aware of the character, but the 
chance to deal more damage is decreased at 6+ instead. 

Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS, SLIMES and UNDEADS. 

Can be used only Once per Combat Round. 


BENEDICTION (Faith) 

Requires: WILL 3, ACTOF FAITH 

Once per Combat, the Character can generate the same effects of the BLESS SPELL. 
This FEAT counts as an ACT OF FAITH. 


BREW POTIONS (Knowledge) 

Requires: MIND 3, ALCHEMY 

The Character can try to BREWAPOTION Once every 3 Days. 
The Character increases his CRAFT (BREW POTIONS) SKILL by 1. 


LEAVE (Combat) 
Requires: ATTACK 3, COMBAT AWARENESS 
Once per Combat, the Character can use his Melee Weapon to perform a Cleave Attack within his weapon’s reach. If such 
attack manages to hit and Slay the target Creature, it can be immediately directed against a Creature within 1 Square from the first 
using the same result of the Attack Roll with a -1 penalty for every consecutive Creature Slain. If the Character can obtain Critical 
hits or deal additional damage by a similar way he still needs to roll a separate d6 for each different Creature struck. The Cleave 
direction must be from left to Right or from Right to left, while pole-arms can allow a straight Cleave, hitting the creature behind the 
first one instead. 
Dodging the Attack doesn’t stop the Cleave but Blocking it with a Shield does so. 
This FEAT can't be combined with DEFENSIVE MANEUVER and SPIN ATTACK. 
An Expert Character can use this FEAT Twice per Combat. 


CRITICAL HIT (X) (Combat) 

Requires: ATTACK 2 

Once per Combat Round, if the Character Rolls a 6 while performing an Attack with the specified WEAPON (NATURAL WEAPONS too), he 
deals 1 additional Damage as long as the attack successfully hits the target. 


Example: 
If the character has the CRITICAL HIT (WAR HAMMER) it will only deal 1 Additional Damage while using a WAR HAMMER. 


The additional damage is from the same source as the base damage of the weapon used, unless specified otherwise. 

If more than one source should trigger an additional damage with a roll of a 6 or less, the two effect will not combine, but instead 
CRITICAL HIT will lower the Roll requirement to a minimum of 4+. The same will apply to the CRITICAL HIT if using a source which grants a 
similar effect. 


Example: 

The Character is using a Weapon which deals 1 extra damage with a roll of a 6 when performing an attack. 

In this case, the CRITICAL HIT will instead lower the roll requirement from 6+ to 5+. 

If instead the Character can score a CRITICAL HIT with a 5+, and is using a weapon which has an effect of dealing 1 extra damage with a roll of a 6 on 
the Attack Roll, the CRITICAL HIT chance will be lowered at 4+, and the other effect will be ignored. 


This FEAT has no effect against: CONSTRUCTS, ELEMENTALS, PLANTS and UNDEADS. 


This FEAT can't be combined with DEFENSIVE MANEUVER, POWER ATTACK or PRESS THE ATTACK. 
This FEAT can be obtained more than once, but must be applied to a different weapon. 


CRYOMANCER (Arcane) 

Requires: MIND 2, WILL 3, APPRENTICE SPELLCASTER. 

Once per Combat, the Character can deal 1 additional Frost Damage when he Cast a SPELL that deals Damage. 
This FEAT can not be applied to Spells that inflict Fire Damage. 

This FEAT can not be obtained if the character already has the PYROMANCER or STORMCALLER FEAT. 


DEFENSIVE MANEUVER (Combat) 

Once per Combat, the Character can obtain a +1 to Block or Dodge any Melee Attack, but suffers a -1 to his Hit Roll. 
This Feat takes effect at the beginning of the Combat Round, before anyone actually Attacks. 

Expert Characters can use this FEAT Twice per Combat. 


DODGE TRAPS (Adventure) 

Requires: AGILITY 2 

Once every 8 Hours, the Character can obtain a +1 while trying to Dodge a TRAP, as long as he is wearing a LIGHT ARMORS or CLOTHES. 
Is possible to decide to obtain the +1 after seeing the result, but has no effect if the result is 1. 


DUELIST LUNGE (Combat) 

Requires: ATTACK 3, AGILITY 3 

Once per Combat, if the Character moves up to 1 Square and then performs a melee attack using a RAPIER or a SPEAR (or similar 
POLE-ARMS which deal Piercing Damage) which obtains a result higher by 3 points than the opponent’s Dodge roll (the total value), 
he will deal the weapon’s damage as Direct Damage instead. 

This Feat can’t be used with DEFENSIVE MANEUVER, POWER STRIKE or RAGE. 

An Expert Character can use this FEAT Twice per Combat. 


EXTRA ATTACK (Combat) 

Requires: ATTACK 3, COMBAT AWARENESS 

The Character can Attack twice with one of his Melee Weapons. 

The second Attack can be made against the same ENEMY or another enemy he is able to REACH, but with half the positive modifier to 
Hit (if present), but remember that performing an Attack costs one Action. 

This FEAT can not be combined with the AMBIDEXTERITY FEAT. 


GOLD SEEKER (Adventure) 

Requires: MIND 3, CORRUPTED, KEEN EVE 

The Character rolls 1 additional Die when determining how many Coins he finds, except from CREATURES, and ignores the lowest 
result. If he obtains a 1 on one of the Dice, he discards the higher result instead. 


HEALER (Heal) 

Requires: MIND 3, FIRST AlDor HERBALIST 

The Character is able to apply a HEALING BALM while using a BANDAGE or a HEALING HERB on someone. 
The Character increases his KNOWLEDGE (HEALER) or (HERBALIST) SKILL by 1. 


HEALING HANDS (Faith) 

Requires: BODY 2, WILL 3, ACT OF FAITH, PURE 

The Character can touch a Creature within 1 Square and restore 1 HEALTH it has lost. 

Has no effect on CONSTRUCTS, ELEMENTALS, ETHERAL Creatures and UNDEADS. 

If the Character has used all his Acts of Faith before resting, he can still use this Feat to Heal, but it will reduce his total HEALTH by 2 
for every 1 point of HEALTH restored. A long rest will restore 1 point of HEALTH lost, per Day. 

If the Character reduces himself to 0 HEALTH it must perform a BODY CHECK where a failure will cause his death. 

This FEAT counts as an ACT OF FAITH. 


IMPROVED FIRST AID (Heal) 

Requires: FIRSTAID or HERBALIST, MIND 3 

If the Character uses FIRST AID or HERBALIST on an Unconscious Ally or COMPANION, he grants a +1 to the Rolls required to see if they 
Awaken. 


IMPROVED SHIELD PROFICIENCY (Combat) 
The Character is able to use LARGE SHIELDS and any other SHIELD during Combat. 
This FEAT replaces SHIELD PROFICIENCY. 


JOUSTING KNIGHT (Special) 
Requires: ATTACK 2, BODY 3, BASTARD/BLUE BLOOD/NOBLE, RIDE (HORSE), WEAPON PROFICIENCY (POLEARMS} 
Once per Combat, the Character can obtain a +1 when trying to unhorse or when trying to resist being unhorsed. 


JOURNEYMAN NECROMANCER (Necromancy) 

Requires: MIND 3, APPRENTICE NECROMANCER 

The Character can learn and cast JOURNEYMAN NECROMANTIC SPELLS. 

The Character increases his MP by 10 and obtains a +1 when trying to cast a SPELL with a Casting Value. 
The Character increases his KNOWLEDGE (NECROMANCY) SKILL by 1. 

This FEAT replaces APPRENTICE NECROMANCER. 


JOURNEYMAN SPELLCASTER (Arcane) 

Requires: MIND 3, APPRENTICE SPELLCASTER 

The Character can learn and cast JOURNEYMAN SPELLS. 

The Character increases his MP by 10 and obtains a +1 when trying to cast a SPELL with a Casting Value. 
The Character increases his KNOWLEDGE (ARCANE) SKILL by 1. 

This FEAT replaces APPRENTICE SPELLCASTER. 


LANCE BREAKER (Special) 
Requires: ATTACK 2, BODY 2, BASTARD/BLUE BLOOD/FALLEN NOBLE/IOBLE, RIDE (HORSEJ, WEAPON PROFICIENCY (POLE-ARMS) 
Once per Jousting Round, the Character can increase the possibility to break his JOUSTING LANCE with a 5+ instead of a 6+. 


IND FOCUS (Arcane) 
Requires: MIND3 
Once per Combat, the Character can Re-Roll a single Die when trying to cast a SPELL with a Casting Value. 


PYROMANCER (Arcane) 

Requires: MIND 2, WILL 3, APPRENTICE SPELLCASTER. 

Once per Combat, the Character can deal 1 additional Fire Damage when he Cast a SPELL that deals Damage. 
This FEAT can not be applied to Spells that inflict Cold Damage. 

This FEAT can not be obtained if the character already has the CRYOMANCER or STORMCALLER FEAT. 


PRECISE SHOT (Marksman) 

Requires: AGILITY 2, WEAPON PROFICIENCY (RANGED) OR (THROWING) 

Once per Combat, the Character can reduce by -1 any penalty when performing a Ranged Attack with a RANGED WEAPON or THROWING 
WEAPON, as long as his target is within half the weapon’s range. 

The FEAT has only effect during a single Combat Round. 

Expert Characters can use this FEAT Twice per Combat. 


QUICK REFLEXES (Adventure/Combat) 

Requires: AGILITY 3 

Once per Combat, the Character can obtain a +1 to Dodge an Attack. 
Has no effect if wearing MEDIUM or HEAVY ARMORS. 


RAPID REACTION (Combat) 
Requires: AGILITY 3 
The Character can Re-Roll his INITIATIVE before the Combat starts, but must accept the second result. 


RAPID RELOAD (Marksman) 
Requires: BODY 2, AGILITY 2, Improved Initiative 
The Character can Reload any type of BOW equipped without spending any Action, Once per Combat Round. 


REANIMATOR (Necromancy) 

Requires: WILL 3, JOURNEYMAN NECROMANCER 

The Character can Maintain an additional Reanimated Creature. 

An Expert Character also reduces the cost of the SPELLS with the [REANIMATION] Spell Descriptor by 2. 


SENTINEL (Adventure) 
Requires: MIND 2 
The Character can Re-roll a result of 1 when trying to spot a Hidden Creature, Once per Hour. 


SKILL TRAINING (Special) 

A Character can select 2 of his SKILLS and improve them by 1. 

BASIC SKILLS requires at least One Week of Training to be improved while ADVANCED requires a Month. 

BASIC SKILLS can be improved by any TRAINER which teaches BASIC and/or ADVANCED FEATS while ADVANCED SKILLS can be improved by TRAINERS 
which teach only ADVANCED FEATS. 


SLAYER (X) (Hunting) 

Requires: ATTACK3 

When acquiring this FEAT, the Character must choose a Race (/E: Human, Goblin, Undead, etc.). 

Twice per Combat, but only Once per Combat Round, the Character can deal 1 additional Damage against the indicated Race 
with a successful Melee Attack. 

An Expert Character can use this FEAT Three Times per Combat. 

This FEAT can't be combined with SMITE. 


SMITE (X) (Faith) 

Requires: WILL 3, ACT OF FAITH. 

When acquiring this FEAT, the Character must choose an ALIGNMENT or MORALITY Type (/E: CORRUPTED, EVIL, GOOD or PURE), opposite to his 
own (/E: a 6000 Character must select EVIL as ALIGNMENT to SMITE). 

Once per Combat Round the Character can deal 1 additional Damage against the indicated ALIGNMENT or MORALITY Type with a 
successful Melee Attack. 

If the Character changes its ALIGNMENT or MORALITY, he can no longer use this FEAT until restored. 

This FEAT can't be combined with SLAVER. 

This FEAT counts as an ACT OF FAITH. 


SNEAK ATTACK (Special) 

Requires: MIND 2, 3 Ranks at SPOT 

When performing a Ranged Attack with a RANGED or THROWING WEAPON against an unaware target within half of the Weapon’s Reach, 
the Character will deal 1 Extra Damage with a result of 5+ on the Attack Roll. 

Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS, SLIMES and UNDEADS. 

Can be used only Once per Combat Round. 


SPIN ATTACK (Combat) 

Requires: ATTACK 3, WEAPON PROFICIENCY (POLE-ARMS) or (TWO-HANDED) 

Once per Combat, the Character can make a single Melee Attack with his Pole-arm or Two-handed Weapon against every 
Creature within 1 Square (Allies, Henchmen and COMPANIONS included) while suffering a -1 to hit. 

The attacks against the creatures are resolved Clockwise or Counter-clockwise. 

If an opponent manages to Block the SPIN ATTACK, both the Character and the Opponent must perform a Counter BODY CHECK. 

If the opponent prevails, the SPIN ATTACK is Interrupted. 

Is not possible to Block the SPIN ATTACK with SMALL items. 

This FEAT can't be combined with Cleave, Extra Attack, Defensive Maneuver and Power Strike. 

This FEAT costs two Actions. 


STORMCALLER (Arcane) 
Requires: MIND 2, WILL 3, APPRENTICE SPELLCASTER. 


Once per Combat, the Character can deal 1 additional Electrical Damage when he Cast a SPELL that deals Damage. 
This FEAT can not be applied to Spells that inflict Acid Damage. 
This FEAT can not be obtained if the character already has the CRYOMANCER or PYROMANCER FEAT. 


SURVIVAL EXPERTISE (X) (Adventure) 

Requires: MIND 3, 3 Ranks at SURVIVAL [ANY] 

The Character is now more expert when traveling through a specific type of territory, such as Mountains, Plains or Jungle. 

When this FEAT is acquired, you must select the same type of territory or environment covered by the SURVIVAL SKILL used, for example 
if the Character has SURVIVAL UUNGLE) it can be selected for this FEAT which will then become SURVIVAL EXPERTISE QUNGLE). 

When the Character is traveling through the selected territory he can automatically pass a single Survival Check related to it, 
Once per Day or at least be able to Re-Roll a result of 1 (up to the GM to decide). 

An Expert Character can use this FEAT Twice per Day. 

This FEAT can only obtained Once. 


TREASURE HUNTER (Adventure) 

Requires: MIND 3, 3 Ranks at SEARCH 

Once per Day, when the Character should Roll the result of a Treasure found, or the result of a Table of Randomly Generated 
Loot, he can Roll an additional Dice and keep the two results he prefers. The GM can still not show from which table he is 
generating the result, leaving the player guessing. 


TURN UNDEAD (Faith) 

Requires: WILL 3, ACT OF FAITH, GOOD 

Once per Combat Round, the Character is able to create a light of positive energy within 4 Squares. 

All the UNDEAD Creatures inside the Area of Effect must pass a WILL Check or suffer a -1 to their Attack Rolls for 1d3 Rounds. 
UNDEAD Creatures with a HEALTH value of 3 or less will flee for 1 Combat Round if they roll a 1. 

This FEAT count as an ACT OF FAITH. 


ALK SOFTLY (Adventure) 
Requires: AGILITY 3, 3 Ranks at Sneak 
As long as the Character is wearing a LIGHT ARMOR or less, TRACKING CHECKS to follow his trail are considered Difficult. 


WAND EXPERTISE (Arcane) 
Requires: MIND 2, USE WANDS 
Once per Combat, the Character can Re-Roll a result of 1 when performing a Magical Attack with a WAND. 


WEAPON FOCUS (X) (Combat or Marksman) 

Requires: ATTACK 2, WEAPON PROFICIENCY in the selected WEAPON 

Once per Combat the Character can obtain a +1 Modifier when using the selected WEAPON. 

This FEAT can be acquired only once for a single WEAPON, but can be acquired for multiple WEAPONS. 

Is possible to decide to apply the +1 bonus after the Attack Roll has made, changing the final result. 
An Expert Character can use this FEAT Twice per Combat. 


WEAPON PROFICIENCY (BASTARD SWORD) (Combat) 

The Character has improved his ability to fight with a BASTARD SWORD. 

Once per Combat, he can use the BASTARD SWORD as a TWO HANDED WEAPON which deals 2 Damages instead of 1. 
He needs to have a Free Hand to be able to do so. 


ZOMBIE MASTER (Necromancy) 

Requires: MIND 4, WILL 3, NECROMANCY 

The Character increases the number of Medium-sized and SMALL ZOMBIES which will count as a Single Creature Maintained by 1. 
If the Character also posses the REANIMATOR FEAT, the number is increased by 2 instead. 


EXPERT FEAT LIST 


ARCANE AIM (Elite) 

Requires: WILL 5 

Once per Combat, the Character can Roll 2d6 when performing a single Magical Attack and discard the lowest result to use the 
highest one. 


ARCANE MASTERY (Arcane) 
Requires: MIND 4, JOURNEYMAN SPELLCASTER 
If the Character is not wearing any ARMOR, he increases his MP by 10. 


DARTING STEEL (Elite) 

Requires: ATTACK 5 

Once per Combat, the Character can Roll 2d6 when performing a single Attack and discard the lowest result to use the highest 
one. 


DIE HARD (Elite) 

Requires: BODY 5 

Once per Week, if the Character's HEALTH is reduced to 0 or -1, roll a d6. 

With a result of 3+ he is immediately restored to 1 HEALTH. 

The Character then requires a long time of resting to recover from such fatigue and be able to use this Feat again. If he survives. 


DOOM (Faith) 

Requires: WILL 4, ACT OF FAITH. Must be CORRUPTED and/or EVIL 

The Character can perform a single Magic Attack that deals 2 Holy Damage, has a Reach of 4, and inflicts a -1 to Block this FEAT. 
This FEAT can be combined with SMITE (G00D) or SMITE (PURE) Once per Combat. 

This FEAT counts as an ACT OF FAITH. 


ELUSIVE DODGE (Elite) 

Requires: AGILITY 5 

Once per Combat, the Character can Roll 2d6 while performing a single Dodge and discard the lowest result to use the highest 
one. 


EXPERT NECROMANCER (Necromancy) 

Requires: MIND 4, JOURNEVMAN NECROMANCER 

The Character can learn and cast EXPERT NECROMANTIC SPELLS. 

The Character increases his MP by 15 and his bonus when trying to cast a SPELL with a Casting Value is increased at +2. 
The Character increases his KNOWLEDGE (NECROMANCY) SKILL by 1. 

This FEAT replaces JOURNEYMAN CROMANCER. 


EXPERT SPELLCASTER (Arcane) 

Requires: MIND 4, JOURNEYMAN SPELLCASTER 

The Character can learn and cast EXPERT SPELLS. 

The Character increases his MP by 15 and his bonus when trying to cast a SPELL with a Casting Value is increased at +2. 
The Character increases his KNOWLEDGE (ARCANE) SKILL by 1. 

This FEAT replaces JOURNEYMAN SPELLCASTER. 


HEROIC LEAP (Elite) 

Requires: ATTACK 2, BODY 3 

Once per Combat, the Character can perform a JUMP after Moving his entire Movement value, against an ENEMY. 

If the JUMP Check is successful, he automatically deals 1 Damage of the same type of the WEAPON he is holding, as long as he is 
able to REACH the enemy. 

Can only be performed against Creatures in front of the Character 


INTUITIVE COMBAT (Hunting) 

Requires: MIND 3 

Once per Combat, the Character can perform a MIND Check. 

If the MIND Check is successful, he can Re-Roll a single Attack that misses against a Creature he is able to REACH. 
Can be used for Melee Attacks, Ranged Attacks, or when using a WAND. 
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RON WILL (Elite) 

Requires: WILL 3 

Once per Hour, the Character can Roll 2d6 while performing a single WILL Check and discard the lowest result to use the highest 
one. 


JUDGMENT (Faith) 

Requires: WILL 4, ACT OF FAITH. Must be G00D and/or PURE 

The Character can perform a single Magic Attack that deals 2 Holy Damage, has a Reach of 4 and inflicts a -1 to Block this FEAT. 
This FEAT can be combined with SMITE (EVIL) or SMITE (CORRUPTED) Once per Combat. 

This FEAT has no effect on G00D or PURE Creatures. 

G00D Characters will inflict Direct Damage to Evil EDSSES / MIMI-BDSS5E5, while PURE to CORRUPTED. 

This FEAT counts as an ACT OF FAITH. 


MARK THE PREY (Hunting) 

Requires: MIND 3, 3 Ranks at Spot 

The Character can spend two Actions to perform a MIND Check to find a WEAK SPOT on a Creature within 4 Squares. 

If he succeeds, he will obtain a +1 to his next Attack against it as long as is performed during the next Combat Round. 
If he successfully finds the WEAK SPOT on an adversary, this FEAT can't be used again until the next Combat Encounter. 
This FEAT only works against BOSSES, MIMI-BOSS5E5, LARGE, and HUGE Creatures. 


PRESS THE ATTACK (Combat) 

Requires: ATTACK 2 

Once per Combat Round, if the Character Rolls a 6 on his Melee Hit Roll, he can decide to obtain a +1 to his next Attack 
against the same Creature. If the Character doesn't attack the same Creature within the next turn, does something else, or 
Moves, the bonus is lost. 


RAPID SHOT (Marksman) 

Requires: ATTACK 2, AGILITY 3, RAPID RELOAD 

The Character can Attack twice with his equipped BOW (any). 

The second Attack can be made against the same ENEMY or another enemy he is able to REACH within 2 Squares from the first 
Target, but the Character suffers a -1 to Hit to the secondary shot. 

Remember that performing an Attack costs one Action. 

Notice that this skill will also use the RAPID RELOAD FEAT to allow the Character to notch the second arrow. 


SHIELD WALL 

Requires: BODY 2, SHIELD EXPERTISE, SHIELD PROFICIENCY 

Once per Combat, the Character can Roll 2d6 while performing a single Block and discard the lowest result to use the highest 
one. 


WEAK SPOT (Hunting) 

Requires: ATTACK 3, MIND 3, 3 Ranks at Spot 

The Character can spend two Actions to perform a MIND Check to find a WEAK SPOT on a Creature within 4 Squares. 

If he succeeds, he will obtain a +1 to the Damage dealt by his next Melee or Ranged Attack against it as long as is performed 
during the next Combat Round. 

If he successfully finds the WEAK SPOT on an adversary, the SKILL can't be used again until the next Combat Encounter. 

This FEAT only works against BOSSES, MIMI-BOSSE5, LARGE, and HUGE Creatures. 

This FEAT can't be combined with the POWER ATTACK FEAT. 


LEARNING NEW FEATS AND SPELLS 


A Character is able to learn a new Feat, Spell by finding an adequate MASTER or a TRAINER. 

The MASTER or TRAINER must be paid for each time a Character wants to learn something, but a FEAT/SPELL can only be learned Once, 
unless it has been lost somehow or it can be acquire multiple times such as the CRITICAL HIT FEAT. 

There is also the possibility to train for increase one of the Character’s Characteristics but is only possible to increase one per 
Character’s Rank, except for HEALTH which can be increased Twice per Rank and doesn’t count for how many times a Character 
can increase one of his Characteristics. 


By default a FEAT/SPELL requires one week of training per FEAT or SPELL RANK, but a GM can decide to reduce such time for faster 
adventures. Increasing a Characteristic usually requires at least one week. 


It’s also possible to Read a Tome to obtain the relative benefits from it as long as the Character is able to read it and, matches the 
requirements. Reading a Tome takes more or less the same time of being trained, but it allows to learn new FEATS and SPELLS if 
there are no adequate trainers at hand. 

A TOME can only be read once and then it can only be sold for 15 Coins. 


Masters and Trainers availability is often determined by the Wealth and Power of the Reign or Land where they should live, since 
most of the time powerful reigns are also home of powerful Masters while poor countries can only offer simple trainings to their 
inhabitants. 


As Optional Rule, it’s possible to learn certain FEATS or SPELLS as result of a successful QUEST, as reward, in which case it doesn’t 
require any payment, but it should be a rare occasion rather than a common event. 


MASTERS and TRAINERS Table 


COST ALLOWS TO LEARN 


ALCHEMIST TEACHER 35 GC ALCHEMY, BREW POTIONS, HERBALIST 
ARCANE TEACHER 25 GC Competent ARCANE FEATS, MAGIC USER, APPRENTICE AND ADVANCED ARCANE SPELLS 
ATHLETE MASTER 45 GC Allows to increase the Character's HEALTH or BODY by 1 
BLACKGUARD CHAMPION 50 GC DOOM, HEROIC LEAP, SMITE (GOOD), SMITE (PURE) 
COMBAT INSTRUCTOR 20 GC Competent COMBAT FEATS 
COUNTRYSIDE HEALER 35 GC Competent HEALING FEATS 
CREATURE SLAYER 50 GC INTUITIVE COMBAT, MARK THE PREY, SLAYER (ANY) 
DARK TUTOR 30 GC Competent NECROMANCY FEATS, MAGIC USER, APPRENTICE AND ADVANCED NECROMANCY SPELLS 
DUNGEON EXPLORER 35 GC DETECT TRAPS, DISARM TRAPS, DODGE TRAPS, KEEN EYE, LOCK PICKING 
55 GC All ARCANE FEATS and WITCHCRAFT SPELLS 
ENGINEER TINKERER 35 GC DISARM TRAPS, REPAIRING 
HIGH PRIEST * 40 GC All FAITH FEATS 
MARKSMAN INSTRUCTOR 25 GC Competent MARKSMAN FEATS 
MAESTER 35 GC All KNOWLEDGE and SOCIAL FEATS 
MASTER NECROMANCER 50 GC All NECROMANCY FEATS and SPELLS 
NATURE-BOUnD DRUID 55 GC All NATURE SPELLS 
OLD HAG 25 GC MAGIC USER, APPRENTICE and ADVANCED WITCHCRAFT SPELLS 
BALADIN CHARTER MASTER 50 GC JUDGMENT, HEROIC LEAP, SMITE (CORRUPTED), SMITE CEVIL) 
PATHFINDER EXPLORER 20 GC Competent ADVENTURE FEATS 
BHILDSOPHER ERUDITE 60 GC Allows to increase the Character's MIND or WILL by 1 
SURGEON MASTER 50 GC Advanced HEALING FEATS 
SURUIUOR MASTER 60 GC Allows to increase the Character's AGILITY by 1 
VETERAN HUNTER 50 GC Advanced and Expert HUNTING FEATS 
VETERAN MARKSMAN 50 GC Advanced and Expert MARKSMAN FEATS 
WANDERING SHAMAN 25 GC MAGIC USER, APPRENTICE AND ADVANCED NATURE SPELLS 
40 GC CRITICAL HIT, POWER ATTACK, RAGE, TOUGH SKIN 
WAR VETERAN 60 GC Allows to increase the Character's ATTACK by 1 
WEAPON MASTER 50 GC Advanced and Expert COMBAT FEATS and FEATS 
WIZARD MASTER 55 GC All ARCANE FEATS and ARCANE SPELLS 


* The High Priest must be of the same religion of the Character. 


J: EQUIPMENT AND ITEMS 


There are many ways to obtain and acquire new Equipment. 

Usually, during his ADVENTURES the Character can find few or many Treasures and keep them or sell them later. 

Coins are used to buy better equipment, new weapons, or to pay a MASTER that will teach new FEATS or FEATS to the Character. 
A Character can Equip a certain number of ITEMS. 

He also always has a Coin Pouch to put coins in. 


SILVER COINS AND GOLD COINS 

The common coinage used to buy goods are commonly Coins made of Silver and Gold, while some of the more poor regions are 
forced to use Copper instead of Silver. The prices presented in this manual can be changed by the EM to represent the different 
value of different places, where perhaps a LONG SWORD costs more to buy since the lack of iron available while at the same time 
IRONWOOD SHIELDS are more common thanks to the higher presence of such rare material. 

Silver Coin abbreviation is SP, while for Gold Coins is GC. 


ITEM SLOTS 


A Character can equip: 


A HELMET or similar HEADGEAR 

An ARMOR or CLOTHING 

A CLOAK or BACKPACK 

A POUCH or BAG 

A ONE-HANDED WEAPON / ITEM per hand, a POLE-ARM / STAFF, or a TWO-HANDED WEAPON 
A pair of BOOTS 

Up to TWO ACTIVE ITEMS 


If a Character has access to an Inventory, he can keep the additional ITEMS he finds. 
All GENERIC ITEMS will occupy a Single ITEM Slot. 
A SMALL ITEM takes a Single ITEM Slot, but you can stack up to 3 SMALLITEMS that are identical. 


Usually all the One-Handed weapons have also their own sheath, so they don't occupy any Slot. 
Up to two one-handed weapons could be kept inside their own sheath without occupy any Slot, but must be Weapons which are 
actively used by the Character. 


BACKPACKS, BAGS AND POUCHES 

A Character can only use a single BAG or POUCH to hold items inside. 

If he finds more, he can keep them, but they will occupy an ITEM Slot. 

A Coin Pouch does not count towards the limit of items he can carry. 

If wearing a BACKPACK, a Character can't receive the benefits from ENCHANTED CLOAKS or similar items which grant special effects, except 
for the protection from Cold Weather. 

A BACKPACK can be used to held a single Light or Medium Armor, but it will occupy all his Slots. 


MELEE WEAPONS: 

WEAPONS are used to Attack other Creatures. 

All WEAPONS, except TWO HANDED WEAPONS, deal 1 Damage. 

A TWO HANDED WEAPONS deals 2 Damage, but inflict a -1 to the Attack Roll. 

It's still possible to decide to deal only 1 Damage with TWO HANDED WEAPONS, removing the -1 Penalty to Hit. 
WEAPON Damage can be modified by FEATS, SPELLS or even by the WEAPON'S MATERIAL. 

All POLE-ARMS have a REACH value of 2. 


Weight 


Damage 


Category 


BASTARD SWORD 


2,5 kg / 5.5 Ib 


Slashing 


ONE HANDED 


BATTLE AXE 


2,5 kg / 5.5 Ib 


Slashing 


ONE HANDED 


BAYONET 


0,5kg/1 Ib 


Slashing 


SMALL 


BERDICHE 


3,5 kg / 7 Ib 


Slashing 


POLE-ARM 


CLUB 


1,5kg/3 Ib 


Bludgeoning 


ONE HANDED 


CUTLASS 


1,5kg/3 Ib 


Slashing 


ONE HANDED 


DAGGER 


0,5kg/1 Ib 


Slashing 


SMALL 


FALCHION 


3kg/6 Ib 


Slashing 


ONE HANDED 


FLAIL 


2,1 kg / 4.2 Ib 


Bludgeoning 


ONE HANDED 


GLADIUS 


1,1 kg / 2.2 Ib 


Slashing 


ONE HANDED 


GLAIVE 


4kg/8 Ib 


Slashing 


POLE-ARM 


GUISARME 


3,5 kg/7 Ib 


Slashing 


POLE-ARM 


HALBERD 


5 kg/ 10 Ib 


Slashing 


POLE-ARM 


HALF SPEAR 


1,5kg/3 Ib 


Piercing 


ONE HANDED 


HEAVY FLAIL 


4,5 kg/9 Ib 


Bludgeoning 


TWO HANDED 


HEAVY LANCE 


5 kg/ 10 Ib 


Piercing 


POLE-ARM 


HEAVY MACE 


4kg/8 Ib 


Bludgeoning 


ONE HANDED 


LONG SWORD 


2kg/4 Ib 


Slashing 


ONE HANDED 


MACE 


2kg/4 Ib 


Bludgeoning 


ONE HANDED 


MACHETE 


1kg/2 Ib 


Slashing 


ONE HANDED 


PIKE 


2,5 kg / 5.5 Ib 


Piercing 


POLE-ARM 


POLE-AXE 


3kg/6 Ib 


Piercing 


POLE-ARM 


QUARTERSTAFF 


1,6 kg / 3.2 Ib 


Bludgeoning 


POLE-ARM 


RAPIER 


1kg/2Ib 


Piercing 


ONE HANDED 


SABRE 


2,1 kg / 4.2 Ib 


Slashing 


ONE HANDED 


SHORT SWORD 


1kg/2 Ib 


Slashing 


ONE HANDED 


SPEAR 


2kg/4 Ib 


Piercing 


POLE-ARM 


STILETTO 


0,5 kg/1 Ib 


Piercing 


SMALL 


TWO HANDED AXE 


3kg/6 Ib 


Slashing 


TWO HANDED 


TWO HANDED HAMMER 


4kg/8 Ib 


Bludgeoning 


TWO HANDED 


TWO HANDED SWORD 


3kg/6 Ib 


Slashing 


TWO HANDED 


WAR HAMMER 


3kg/6 Ib 


Bludgeoning 


ONE HANDED 


EXOTIC WEAPONS have a separated list just to indicate those weapons usually seen as exotic because only present in certain reigns or 
sued only by specific races. While there are no real restriction about such weapons a GM can still decide to allow a Character to 
have one during Character Creation or not. 

The CAESTUS can only be used with UNARMED COMBAT, but allows the Attacks to be considered as SMALL WEAPONS instead of SMALL UNARMED 
Attacks. 

A FELL BLADE is a typical weapon made by ORCS which resemble a sort of rudimentary blade with an excessive weight which requires a 
BODY value of 3 to be used correctly. 

A MACUAHUITL is a typical weapon from the Canopy Jungle, often used by KOBOLDS and their evil cousins, but also made by AMAZONS 
into a bigger version of the same weapon. 

REINFORCED CLAWS are a peculiarity crafted for BEASTFOLK Creatures to cover their claws with iron to avoid self injury when fighting but 
also to being more effective against armors and such. A REINFORCED CLAW is customized on the Creature’s shape so is less likely to 
steal a REINFORCED CLAW by a non-matching BEASTFOLK, but they can be adapted if taken from the same species by paying halt their 
cost. 

WHIPS have a REACH value of 2 and even if they are technically ONEHANDED they count as SMALL for their damage output and for material 
modification or enchantment. 


Weight Damage 
CAESTUS (COUPLE) 1kg/2 Ib 
COMBAT CLAW (COUPLE) 1kg/2 lb Slashing ONE HANDED 
FELL BLADE 7 kg/ 14 Ib Slashing ONE HANDED 
KATAR 1,8 kg / 3.6 Ib Slashing SMALL 
KHOPESH 1,7 kg / 3.4 Ib Slashing ONE HANDED 


Category 
Bludgeoning SMALL 


MACUAHUITL 


2,5 kg /5 Ib 


Slashing 


ONE HANDED 


REINFORCED CLAW (COUPLE) 


1kg/2Ib 


Slashing 


SMALL 


SCIMITAR 


1,1 kg / 2.2 Ib 


Slashing 


ONE HANDED 


SHOTEL 


1,8 kg / 3.6 Ib 


Slashing 


ONE HANDED 


TRIDENT 


3,5 kg/7 Ib 


Piercing 


POLE-ARM 


TWO HANDED FELL BLADE 12 kg / 26 Ib Slashing TWO HANDED 
WHIP 1kg/2Ib Slashing VARIABLE 


RANGED WEAPONS: 


RANGED WEAPONS are used to Attack Creatures from distance. 

It's possible to try to hit creatures which are within double of the Weapon's Reach, but whit a -1 to the Roll. 
Using a RANGED WEAPON while in Melee Combat will inflict a -1 to the Hit Roll. 

Using a Ranged Weapon to hit Creatures involved in Combat inflicts a -1 to the Hit Roll. 

It's not possible to Block a Ranged Attack if comes from behind the defender. 

CROSSBOWS deal Impaling Damage against Creatures within 3 Squares, or 4 if HEAVY CROSSBOWS. 

RANGED WEAPONS require both Hands to be used, but you can Hold a BOW and have the other hand free, if needed. 
All BOWS and CROSSBOWS requires one Action to Reload. 

SHORT BOWS require a BODY of 2 to be used, BOWS 3 and LONG BOWS 4 

HEAVY CROSSBOWS requires two Actions to Reload. 

A Character with AMBIDEXTERITY can use two ONE-HANDED CROSSBOWS, one per Hand, but they require one Action to Reload each. 
Reloading requires at least a Free Hand. 


Weight 
SHORT BOW 1kg/2 Ib 
BOW 1,5kg/3 Ib 


Damage 


Piercing 


Piercing 


LONG BOW 


2,1 kg / 4.2 Ib 


Impaling 


CROSSBOW 


2kg/4 Ib 


Piercing 


HEAVY CROSSBOW 


3,8 kg / 7.6 Ib 


Impaling 


SLING 


0,1 kg / 0.2 Ib 


Bludgeoning 


SLINGSHOT 


0,2 kg / 0.4 Ib 


Bludgeoning 


THROWING WEAPONS: 

THROWING WEAPONS are used to Attack Creatures from distance. 

Using a THROWING WEAPON while in Melee Combat will inflict a -1 to the Hit Roll. 

A THROWING WEAPON can be also used as a MELEE WEAPON with the same Penalty of above. 

A THROWING WEAPON can be used only once, then it must be recovered when the Combat Ends. 

If a Character possesses more than one THROWING WEAPON, he can use them regularly until he throws all of them. 
Is possible to held JAVELINS or HARPOONS inside a specific Case (15 SC), which will contain up to 5. 


Cost Weight 
HARPOON 16C 0,8 kg / 1.6 Ib 
JAVELIN 5GC 1kg/2 Ib 

THROWING AXE 3 GC 1,1 kg / 2.2 Ib 

THROWING DAGGER 10 SC 0,3 kg / 0.66 Ib 


Damage Reach 


Impaling 2 


Impaling 


6 
Slashing 3 
3 


Piercing 


AMMUNITIONS: 


All the Ranged Weapons will fire a certain type of ammunition, such as Arrows or Quarrels. 

It's possible to try recovering the ammunition shot (usually when the Combat Ends), unless they have obviously fell in some 
unreachable spot. 

For doing so it's required a Recovering Roll, which indicates if the ammunition can be recovered or have broke. 

Steel Ammunition increases the Damage by 1 and also grant a +1 for the Recovering Roll. 


Cost Weight Quiver/Case | Recovering Roll 
10 QUARRELS 5 GB 0,5 kg/1 Ib 8 SC 4+ 
10 STEEL QUARRELS 7 GB 0,6 kg / 1.2 Ib 8 SC 3+ 
10 ARROWS 2 GB 0,2 kg / 0.44 Ib 10 SC 5+ 
10 STEEL ARROWS 4GB 0,4 kg / 0.88 Ib 10 SC 4+ 
20 ARROWS 4GB 0,4 kg / 0.88 Ib 15 SC 5+ 
5 LEAD BULLETS 4GB 0,5 kg/1 Ib 3SC 4+ 


6 Arrows, 5 Bullets or 3 Quarrels can stack and occupy a Single Item Slot. 

If using a QUIVER all the QUARRELS/ARROWS will be then placed in there. 

An ARROW QUIVER can be placed on the Character’s Back Slot or as ACTIVEITEM, while a QUARREL CASE only as ACTIVE ITEM. 
BULLETS must be placed in a BULLET POUCH, which can contain up to 10. 


ARMORS: 


ARMORS are used during Combat to absorb a certain amount of Damage. 

ARMORS grants Armor Points (AP), which are removed first by the Damage inflicted to the Character, and when the Armor Points 
are reduced to 0, the Character's HEALTH will then be reduced as usual. 

Armor Points are restored when the Combat Ends. 

Certain EFFECTS/FEATS/SPELLS/TRAPS can ignore Armor Points. 

Only one ARMOR/CLOTHING can be worn at a time. 

If the Character is wearing an ARMOR and has the TOUGH SKIN FEAT, he obtains Armor Points only from the ARMOR that grants the higher 
number, while the others are ignored. 

If the ARMOR/CLOTHES are Burned Up/Destroyed/Melt Down, the Character can no longer use it. 

ARMOR/CLOTHES that have been Destroyed can be repaired for half of their original cost by a SMITH/TAILOR. 

If an ARMOR made with a different Material is Destroyed, it will require the same ARTISAN who made it or who can made them. 
ARMORS for Small creatures will have a reduced Weight. 


Weight Weight (Small) 


SIMPLE CLOTHING/ROBES 


0,3 kg / 0.6 Ib 


0,2 kg / 0.4 Ib 


LIGHT ARMOR 


5 kg/ 10 Ib 


3,5kg/7 Ib 


LIGHT ARMOR (METALLIC) 


8 kg /16 Ib 


5 kg/ 10 Ib 


MEDIUM ARMOR 


10 kg / 20 Ib 


7 kg /14 Ib 


MEDIUM ARMOR (METALLIC) 


15 kg / 30 Ib 


10 kg / 20 Ib 


HEAVY ARMOR 


20 kg / 40 Ib 


15 kg / 30 Ib 


HELMETS: 
HELMETS are used to protect the head but don’t require any ARMOR PROFICIENCY to be used. 
Casters wearing METALLIC HELMETS are considered wearing a MEDIUM ARMOR, for the purpose of Wearing Armors while casting SPELLS. 


HELMETS don’t grant any additional Armor Point, but they have their own value which is usually used when an attack is directed 
towards the Character’s Head, like certain TRAPS. 


Weight Weight (Small) 


LEATHER HELMET 


0,5 kg /1 Ib 


0,3 kg / 0.6 Ib 


METALLIC HELMET 


1,5 kg/3 Ib 


0,9 kg / 1.8 Ib 


REDUCED OR GLADIATORIAL ARMORS 


This type of ARMORS, while trying to grant a sort of protection, leave also some body parts vulnerable to incoming attacks. 

REDUCED or GLADIATORIAL ARMORS have the same use as normal ARMORS, but they grant their Armor Points only with a result of 5+ on a 
d6 roll. 

Every time an attack successfully hits the Character, Roll to see if he obtains the Armor Point. 

When all the Armor Points are depleted, do not Roll anymore. 

STEEL REDUCED ARMORS (or GLADIATORIAL) grant their Armor Points with a result of 4+. 

ENCHANTED or RUNIC REDUCED ARMORS (or GLADIATORIAL) grant their Armor Points with a result of 3+. 


Weight Weight (Small) 
LIGHT ARMOR 3kg/6 Ib 2kg/4 Ib 

MEDIUM ARMOR 7 kg/ 14 Ib 4kg/8 lb 
HEAVY ARMOR 12 kg / 24 Ib 8 kg/ 16 Ib 


SHIELDS: 

A SHIELD can be used to try to Block an Attack using the SHIELD Block Modifier instead of the Character's AGILITY. 

BUCKLERS and SMALL SHIELDS can't be used to Block Attacks made by LARGE creatures (or bigger). 

Using a BUCKLER allows to Re-Roll a result of 1 while trying to Block an incoming attack Once per Combat, but it can not be used 
to Block Ranged Attacks. 

SHIELDS can only Block attacks from the Front and Sides of the Character, but not those from the Character's Rear. 

You can only equip one SHIELD at time. 


Weight Weight (Small) 
BUCKLER 15kg/3lb | 0,8kg/1.6 Ib 
SMALL SHIELD 2,2kg/4.4lb) 1,5kg/3 Ib 
MEDIUM SHIELD 3,6kg/7.2lb); 2,2kg/ 4.4 Ib 
LARGE SHIELD 5kg/10lb | 3,6kg/7.2 Ib 


ARCANE EQUIPMENT: 


An ARCANE STAFF counts as a POLE-ARM, with a REACH of 1 if used as Melee Weapon during Combat, which deals Bludgeoning 
Damage. 
An ARCANE STAFF can be made of IRONWOOD. 
A WAND counts as a SMALLITEM and grants the ability to perform Magic Attacks which deal 1 Arcane Damage. 

Is only possible to perform a number of Magic Attacks with a WAND equal to the double of the Character's MIND value. 
An ENCHANTED WAND allows to Re-roll a result of 1 when performing a Magic Attack, Once per Combat. 

It's only possible to equip an ARCANE STAFF or a WAND, but not both since they conflict with each other. 


Cost 


Weight 


Use 


ARCANE STAFF (APPRENTICE) 


3 GC 


0,8 kg / 1.6 Ib 


While held it increases the Character’s MP by 1 


ARCANE STAFF 


15 GC 


1kg/2 Ib 


While held it increases the Character’s MP by 5 


ARCANE STAFF (IMPROVED) 


35 GC 


1,5 kg /3 Ib 


While held it increases the Character’s MP by 10 


ARCANE STAFF (SUPERIOR) 


80 GC 


1,7 kg / 3.4 Ib 


While held it increases the Character’s MP by 15 


ENCHANTED BEDROLL 


15 GC 


2kg/4 Ib 


A BEDROLL made with a specifically enchanted material. 


ENCHANTED FOCUS 


25 GC 


1kg/2 Ib 


Grants a +1 for casting SPELLS with a Casting Value. Counts as an ACTIVE ITEM 


MYSTIC SALTS 


5 GC 


0,1 kg/ 0.2 Ib 


Used for specific Rituals and Spells. 3 uses per Pouch. 


SCROLL CASE 


15 GC 


0,2 kg / 0.4 Ib 


Can contain up to 5 SCROLLS. Counts as an ACTIVE ITEM 


SPELL BOOK 


35 GC 


0,6 kg / 1.2 Ib 


Contains all the spells learned by the Character. Counts as an ACTIVEITEM 


WAND (APPRENTICE) 


10 GC 


0,2 kg/ 0.4 Ib 


This item has a REACH of 3 


WAND 


25 GC 


0,3 kg / 0.6 Ib 


This item has a REACH of 4 


TILITY AND EXTRA ITEMS 
Using a BANDOLEER allows a Character to reach for a single POTION with a free Action. 
Each time a LOCK PICK is used, roll a d6: with a result of 1-3 the LOCK PICK will break. 
Using a WEAPON CASE allows to reach for a single THROWING WEAPON for free, as long as the Character has a Free Hand. 


Cost 


Weight 


Use 


ALCHEMICAL GUIDE 


35 GC 


0,5 kg/ 1 Ib 


The Character obtains a +1 when trying to BREW A POTION. 


ALCHEMIST'S MANUAL 


55 GC 


2kg/4 Ib 


The Character obtains a +2 when trying to BREW A POTION. 


BACKPACK 


5 SC 


0,2 kg / 0.4 Ib 


The Character obtains an Inventory with 4 ITEM SLOTS 


BAG / SHOULDER BAG 


2SC 


0,1 kg / 0.2 Ib 


The Character obtains an Inventory with 2 ITEM SLOTS 


BANDOLEER 


8 SC 


0,1 kg / 0.2 Ib 


The Character can hold up to 3 POTIONS without occupying any ITEMSLOTS. Counts as an ACTIVE ITEM 


BASKET (WICKER) 


15 SC 


0,9 kg / 1.8 Ib 


BEDROLL 


6 SC 


2kg/4 Ib 


A generic and UNCOMFORTABLE BEDROLL 


DUNGEONEER TOOLS 


15 GC 


0,5 kg / 1 Ib 


Required for Disarming a TRAP. Counts as an ACTIVE ITEM 


IMPROVED 
DUNGEONEER TOOLS 


35 GC 


1kg/2Ib 


Same as the DUNGEONEER TOOLS, but allows to Re-Roll a result of 1 when trying to Disarm a Trap. 


FOOD RATION 


15 SC 


0,5 kg / 1 Ib 


Allows to automatically pass the Roll for recovering HEALTH while resting. Can stack up to 3 Rations 


HERBALIST’S TOOLS 


7GC 


0,4 kg / 0.8 Ib 


Required for gathering PLANTS and HERBS 


HOLY SYMBOL 


8 SC 


0,1 kg / 0.2 Ib 


The symbol of a specific religion. Base cost is for a HOLY SYMBOL made with wood. 
Symbols made of Iron will cost 13 SC while those made of gold will costs 2 GC. 


HORSE FEED 


18 SC 


5 kg/ 10 Ib 


A horse usually consumes 2 Sacks per Week 


LANTERN 


8 SC 


0,9 kg / 1.8 Ib 


Illuminates a cone long 6 Squares in front of the Character. 
After the third Square is considered Dim Light 


LANTERN’S OIL (BARREL) 


4GC 


22 kg / 44 Ib 


Contains 20 liters of LANTERN’S OIL 


LANTERN’S OIL (1 L) 


5 SC 


1kg/2Ib 


Used to refill a LANTERN 4 times 


LOCK PICK 


15 SC 


0,1 Ib / 0.2 Ib 


Necessary to open LOCKS. This item breaks with a result of 5+ on a d6, after each use. 
Can stack up to 5 in a single Slot. Counts as a SMALLITEM. 


IMPROVED 
LOCK-PICK 


1G6C 


0,2 kg / 0.4 Ib 


Same as a LOCKPICK but allows to Re-Roll a result of 1 when trying to open a LOCK. 
It breaks with a result of 6+ instead. 


MINING PICKAXE 


10 SC 


2,5 kg/5 Ib 


Not really useful in combat, since inflicts -1 to the Hit Roll and can’t be used with FEATS 


POUCH 


3 SC 


0,1 kg / 0.2 Ib 


The Character obtains an Inventory with 1 ITEM SLOT 


REPAIRING TOOLS 


25 GC 


2kg/4 Ib 


Required to perform a REPAIR. Counts as a SMALLITEM. 


IMPROVED 
REPAIRING TOOLS 


40 GC 


4kg/8 Ib 


Same effect as REPAIRING TOOLS, and can be used to Re-Roll a result of 1 when trying to perform a REPAIR. 


ROPE 


5 SC 


0,4 kg / 0.8 Ib 


Required for Climbing certain surfaces. The cost is for the default 1,5 m/ 5 ft of length 


SADDLE 


4GC 


2kg/4kg 


SADDLEBAGS 


5 SC 


0,5 kg/ 1 Ib 


Same as a BAG to attach to a HORSE'S SADDLE 


SHOVEL 


8 SC 


2kg/4 Ib 


TORCH * 


4sc 


0,5 kg / 1 Ib 


llluminates an area of 3 Squares, where the second and third square are considered Dim Light. 


THROWING WEAPONS CASE 


5 GC 


0,2 kg / 0.4 Ib 


The Character can hold up to 3 identical THROWING WEAPONS without occupying any ITEM SLOT. 
Counts as an ACTIVEITEM 


* A TORCH can be used as One-Handed Weapon which deals 1 Fire Damage but can't be used with COMBAT FEATS (IE: CRITICAL HIT, 
DEFENSIVE MANEUVER, etc) nor the WEAPON FOCUS FEAT. 

If used with the POWER ATTACK FEAT, it will break after a successful Hit. 

Can cause FEAR to SMALL or MEDIUM-SIZED ANIMALS and BEASTS, or to those Weak to Fire. 


POTIONS 

When the POTION is drank, the effect is immediate, and then the POTION is discarded. 

The effect lasts for 1 Minute (10 Combat Rounds), unless the description say otherwise or the effects are immediate, such as 
drinking a HEALING POTION. Is possible to Drink a number of POTIONS equal to the Character’s BODY value plus 1, per Hour. 

POTIONS are considered SMALL ITEMS and their weight is 0,1 kg (0.2 Ib). 

POTIONS can be given to (or used on) Allies, COMPANIONS, and Princesses outside Combat. 

BREWING APOTION requires a d6 Roll plus the Character's MIND value, but the Character must also spend the same Costs of the 
original price minus 2d3+2 Coins. 

If the Character obtains a result equal or higher than the one required, he successfully BREWS THE POTION. 

POTIONS which have the same effect of a SPELL don’t require the use of MP since are already part of the POTION itself. 


Cost | Brew Roll Effects 
AGILITY 40 GC 8+ Grants a +1 to the next AGILITY Check performed within 5 Minutes 


ANTIDOTE (LESSER) 5 GC 6+ Removes the Effects of a POISON with a result of 4+ on a d6 


ANTIDOTE 15 GC Removes the Effects of a POISON 


BLUR (LESSER) 30 GC The Character obtains a Concealment Save of 6+ for 1d3+1 Combat Rounds 


BLUR 70 GC The Character obtains a Concealment Save of 4+ for 1d3+1 Combat Rounds 


DEXTERITY 40 GC Grants a +1 to Dodge (max +5) for 1d3+1 Combat Rounds. Has no effect while wearing HEAVY ARMORS 


ECTOPLASM ESSENCE 15 GC Can restore 1 HEALTH to an UNDEAD Creature 
ECTOPLASM ESSENCE (REFINED) | 50 GC Can restore 2 HEALTH to an UNDEAD Creature 
ELEMENTAL RESISTANCE (LESSER) | 35 GC Grants a RESISTANCE (1) to a single Elemental type of Damage for 1d3+2 Combat Rounds 


ELEMENTAL RESISTANCE 55 GC Grants a RESISTANCE (3) to a single Elemental type of Damage for 2d3+2 Combat Rounds 
HEALING (LESSER) 15 GC Restores 1 HEALTH lost 
HEALING 45 GC Restores 2 HEALTH lost 


INVISIBILITY 40 GC The POTIONS works the same way of the INVISIBILITY SPELL which lasts for 1 Minute 


Temporarily increases the Creature's AFFECTION by 1 for 10 Minutes, but must be drink first. 


Mae 50 GC Is still possible to resist the effects with a WILL check. 


When the Character remains with 1 HEALTH or less, he immediately restores 1 HEALTH. 
et TNL sree Has no effect on ELEMENTALS and UNDEADS 


SHARP MIND 40 GC Grants a +1 to the next MIND Check performed within 5 Minutes 


STRENGTH 55 GC The next successful Melee Attack, within 5 Minutes, will deal 1 additional Damage 


HEALER'S ITEMS 


These ITEMS can be used to Heal an Ally or a Companion, but they require a relative Feat or Feat to be used. 

BANDAGES and HEALING HERBS can be used Only Once, then they are consumed and must be purchased again. 

Notice that while the HEALING HERB is required to restore HEALTH, is how the herbs are treated and then applied which Heals a 
Creature, so using them without any knowledge will probably have no result. 


Cost Weight Use 
BANDAGE 1SC 0,1 kg/ 1 Ib Required for the FIRST AID FEAT. Can stack up to 5 for a single ITEMSLOT. Weight is for 10 BANDAGES 
HEALER'S BAG 10 GC 2kg/4 Ib Can contain up to 10 BANDAGES / HEALING HERBS or 5 HEALING BALMS. Counts as an ACTIVEITEM 
HEALING BALM 5GC | 0,2 Ib/0.4 Ib Allows to heal 1 additional HEALTH when using FIRST AID or HERBALIST. 4 Doses per BALM. 
HEALING BALM (IMPROVED) | 10 GC | 0,2 Ib/0.4 Ib Same effect of a regular HEALING BALM but allows to Re-roll a result of 1 when trying to heal 
HEALING HERB 5 SC 0,1 Ib / 0.2 Ib Required for the HERBALIST FEAT. Can stack up to 5 for a single ITEM SLOT. Weight is for 10 HERBS 


TOMES can be read only Once per Month. 
A TOME occupies a single ITEM SLOT. 
A TOME that has been used to learn something can only be sold for 15 Coins. 


Cost Weight Use 
ADVENTURER’S GUIDE 25 GC 1kg/2lb 
ADVENTURER’S MANUAL 50 GC 2kg/4 Ib 
ATHLETE'S MANUAL 70 GC 1kg/2lb 
BLACK TOME 30 GC 2kg/4 Ib 

BOOK OF MAGIC 30 GC 1kg/2Ib 

BOOK OF ADVANCED MAGIC 50 GC 2kg/4 Ib 
HEALER’S GUIDE 35 GC 1kg/2\b 
HYMNS OF THE HEAVENS 30 GC 
MIND OVER MATTER 30 GC 
TOME OF COMBAT 60 GC 
TOME OF HEALTH 55 GC 
TOME OF KNOWLEDGE 60 GC 4kg/8 lb 
WEAPON'S MASTER GUIDE 25 GC 1kg/2Ib 
WEAPON'S MASTER MANUAL 50 GC 


The Character can learn a BASE ADVENTURE FEAT 


The Character can learn an ADVANCED ADVENTURE FEAT 


The Character increases his AGILITY value by 1 


The Character becomes E\IL if he is not already G00D 


The Character can learn a BASE ARCANE FEAT 


The Character can learn an ADVANCED ARCANE FEAT 


Allows to learn FIRST AID 


1,5 kg/3 Ib The Character becomes 6000 if he is not already EVIL 


1,5 kg / 3 Ib The Character becomes PURE if he is not already CORRUPTED 


2kg/4Ib The Character increases his ATTACK value by 1 


2kg/4Ib The Character increases his HEALTH value by 1 


The Character increases his MIND value by 1 


The Character can learn a BASE COMBAT FEAT 


3 kg/6 Ib The Character can learn an ADVANCED COMBAT FEAT 


CLOTHES AND ROBES 


Weight 


Use 


AMULET/NECKLACE (GENERIC) 


CLOAK 


0,3 kg / 0.6 Ib 


A little protection against the weather 


CLOAK (WINTER) 


0,7 kg / 1.4 Ib 


Allows to Re-roll a result of 1 when performing BODY Checks to resist Cold Temperatures 


COWL 


0,1 kg / 0.2 Ib 


GAUNTLETS (PAIR) 


0,5 kg / 1 Ib 


RING (GENERIC) 


ROBE (GENERIC) 


0,3 kg / 0.6 Ib 


SIMPLE BOOTS 


0,1 kg / 0.2 Ib 


Better than going barefoot. Can’t be used by CONSTRUCTS and SLIMES 


SIMPLE CLOTHES 


0,3 kg / 0.6 Ib 


SIMPLE HAT 


0,1 kg / 0.2 Ib 


WEDDING GOWN (SIMPLE) 


3kg/6 Ib 


Asimple but practical WEDDING GOWN 


WEDDING GOWN (ROYAL) 


7 kg / 14 Ib 


Amore elaborate WEDDING GOWN (price can even be higher) 


WINTER ROBES 


7 kg / 14 Ib 


Grants a +1 to the first BODY Check to resist Cold Temperatures 


IMPROVING WEAPONS, ARMORS AND SHIELDS 


ARMORS, SHIELDS, and WEAPONS can be Crafted with different Materials or even be ENCHANTED to increase their efficiency. 

MELEE and THROWING WEAPONS can be crafted as BALANCED. 

WEAPONS that are made of WO00D can not be made of STEEL, but are made of IRONWOOD instead, which grant the same bonuses, use the 
same rules, and have the same cost. 

THROWING WEAPONS counts as Melee Weapons of the same size. 

An ENCHANTED WEAPON allows to hit ETHEREAL and SEMI-ETHEREAL Creatures. 

The cost of a BALANCED WEAPON is based on the Base Cost plus the Material which is made of, then is added half of such cost. 


Example: 
A SMALL WEAPON which Costs 10 GC is made of STEEL (+10 GC) will cost a total of 30 GC (10 Base + 10 Steel + half of 20 which is 10 = 30) 


Cost Effect 
BALANCED WEAPON Variable Allows to Re-roll a result of a 1 when performing an Attack with it Once per Combat. 


STEEL WEAPON (SMALL) +10 GC Allows to Re-roll a result of a 1 when performing an Attack with it Once per Combat. 


STEEL WEAPON +16 GC +1 Damage 
STEEL WEAPON (TWO HANDED) +26 GC +1 Damage 
STEEL AMMO +10 GC +1 Damage. The cost is for a full QUIVER 


IRONWOOD WEAPON (SMALL) +10 GC Allows to Re-roll a result of a 1 when performing an Attack with it Once per Combat. 
IRONWOOD WEAPON +16 GC +1 Damage 
IRONWOOD BOW +20 GC Increases REACH by 3 Squares 


ENCHANTED WEAPON (SMALL) +26 GC +1 Damage. Allows to Re-roll a result of a 1 when performing an Attack with it Once per Combat. 


ENCHANTED WEAPON +36 GC +1 Damage, Increases the chance to score a Critical Hit (or similar effects) by 1 


ENCHANTED WEAPON (TWO HANDED) | +56 Gc +1 Damage, Increases the chance to score a Critical Hit (or similar effects) by 1 


ENCHANTED AMMO +20GC | +1 Damage, Increases the chance to score a Critical Hit (or similar effects) by 1. The cost is for a full QUIVER 


SHIELDS can be made of IRONWOOD or STEEL. 


Cost Effect 
STEEL ARMOR +20 GC +1 Armor Point 


STEEL SHIELD +10 GC Allows to Re-roll a result of a 1 when trying to Block with it Once per Combat. 


IRONWOOD SHIELD +10 GC Allows to Re-roll a result of a 1 when trying to Block with it Once per Combat. 


ENCHANTED ARMOR +40 GC +2 Armor Points 


ENCHANTED SHIELD +25 GC +1 to Block. Allows to Re-roll a result of a 1 when trying to Block with it Once per Combat. 


STEEL ARMORS, SHIELDS, and WEAPONS can only be bought from an EXPERT SMITH. 

ENCHANTED ARMORS and WEAPONS can only be bought from the ENGHANTER MAGE. 

IRONWOOD ITEMS can be acquired by a FOREST CHANTER. 

The ARTISANS are only available for those Princesses with enough POWER, but every time a Princess contacts one of them, their 
POWER will be reduced by 1 if the Character purchases an ITEM from them. 

Notice that Allies can also acquire ITEMS from the ARTISAN, but the princess will still simply lose 1 Point. 


POWER REQUIRED CRAFTS: 


ENGHANTER MAGE 4 ENCHANTED ITEMS 
EXPERT SMITH 3 BALANCED and STEEL ITEMS 


FOREST GHANTER 3 IRONWOOD ITEMS 


A SPELL can be learned only by Characters with the MAGIC USER FEAT or improved version of it. 

All Spells also have Requirements that must be met to learn the Spell. 

A Character that acquires the MAGIC USER FEAT during Character Creation, will then select 3 BASIC SPELLS. 

A Character that acquires an APPRENTICE FEAT during Character Creation, will then select 2 APPRENTICE SPELLS. 
Casting a SPELL requires one Action unless the description says otherwise. 

The Caster must have both Hands Free, but being equipped with an ARCANE STAFF, a single SMALL ONE HANDED WEAPON, or a WAND still 
allows him to cast spells. 

A Magic Attack uses his WILL value instead of the ATTACK value. 

A Magic Attack is considered a Ranged Attack, unless the description says otherwise. 

The Caster can Learn a number of SPELLS equal to twice his MIND Characteristic. 

Certain ITEMS AND FEATS can increase the amount of Spells that can be Learned. 


ARCANE SCROLLS work the same way as Casting a Spell, but they automatically Cast the Spell imbued, even those with a Casting 
Value required, but it’s still necessary to pay 5 MP to use them or 10 if the SCROLL has an EXPERT SPELL on it. 


CASTING A SPELL 

All SPELLS are automatically Cast, unless their description says otherwise, or if they have a Casting Value. 

A Casting Value is a number that must be obtained by rolling 2d6. 

Obtaining an equal or higher result successfully Casts the SPELL, while a lower result does not. 

Obtaining a double 1 while trying to cast a SPELL with a Casting value will inflict 1 Direct Arcane Damage to the Character. 
Wearing a MEDIUM ARMOR inflicts a -1 penalty to the Roll. 

Wearing a HEAVY ARMOR inflicts a -2 penalty to the Roll. 


MAGIC POINTS AND SPELL COST 

Each SPELL usually has a cost in Magic Points that the Spellcaster must pay when trying to cast a SPELL. 

Failing to cast a SPELL with a Casting Value only consumes half of the SPELL cost, Rounded Down. 

While a Creature can still reach 0 MP without any consequence, any Creature with the MAGIC USER FEAT which reaches 0 MP must 
immediately pass a WILLCHECK or become extremely tired. 

Casting Spells while wearing an ARMOR will increase the SPELL cost by a certain amount, since the Spellcaster will become tired 
more faster. 


CLOTHES LIGHT ARMOR MEDIUM ARMOR HEAVY ARMOR 


APPRENTICE 
JOURNEYMAN 
EXPERT 


SPELL DESCRIPTOR 


The Spell Descriptor is used to define the type of SPELL Cast, if it could have different effects in some situations, or if it's influenced 
by Resistances, Immunity, or by other Spells. 


Example: 
A SPELL with the MIND descriptor has no effect on UNDEADS with a MIND value of 0. 


CONJURATION AND REANIMATION SPELLS 


CONJURATION SPELLS allow the Caster to Conjure a creature with magic and bind it to his will. 

It's only possible to Maintain a Single Creature at time, but there could be some FEATS and ITEMS that can increase this limit. 

If another Creature will be Conjured while there is already one, or if the previous was defeated within 1d3 Combat Rounds, the 
first will disappear but the new one will skip his first Combat Round by the Arcane Backlash. 

CONJURATION SPELLS and REANIMATION must be learned from ENCHANTED SCROLLS or from those who know such SPELLS, with the exception of 
those already present in the NECROMANCY SPELL LIST. It’s only possible to Conjure, Reanimate or Raise a Creature as long as there is 
enough space for it, or the SPELL will fail. Raising or Reanimating creatures follow the same rules as Conjuration Spells, except 
the fact that the previously Reanimated/Raised Creatures will then try to attack the Caster or simply crumble down once more. 
Conjured, Reanimated and Raised Creatures are considered to have obtained the same INITIATIVE of the Caster minus 1, despite 
their actual INITIATIVE modifier (so if the Caster obtained a 7 for the Initiative Turn Order, the Creatures he Conjures are 
considered to have obtained a 6). Conjured, Reanimated and Raised Creatures can usually only understand simple orders such 
as “Follow Me”, “Attack” or “Defend”, but are usually unable to do much else, especially depending on their MIND value. 


Spell Examples: 


CONJURE FIRE-FLY: 14 MP [Conjuration, Fire] 

Requires: MIND 3, WILL 3, APPRENTICE SPELLCASTER, KNOWLEDGE (ARCANE) at 4+ 

The Caster must also know at least one APPRENTICE SPELL with the [Fire] Descriptor, but this spell can’t be used by those with the CRYOMANCER FEAT. 
This APPRENTICE SPELL Conjures a FIRE-FLY on a point within 3 Squares from the Caster. The Creature will immediately attack any 
hostile Creature close to the Caster or more close to the creature if there are more than one, for 2d3+1 Combat Rounds, then it 
will vanish. The Caster can dismiss the FIRE-FLY at any time before the spell ends and order it to Attack different Creatures. 

This SPELL requires 2 Actions. 


CONJURE ICE CRAWLER: 14 MP [Conjuration, Frost] 

Requires: MIND 3, WILL 3, APPRENTICE SPELLCASTER, KNOWLEDGE (ARCANE) at 4+ 

The Caster must also know at least one APPRENTICE SPELL with the [Frost] Descriptor, but this spell can’t be used by those with the PYROMANCER FEAT. 
This APPRENTICE SPELL Conjures an ICE CRAWLER on a point within 3 Squares from the Caster. The Creature will immediately attack any 


hostile Creature close to the Caster or more close to the creature if there are more than one, for 2d3+1 Combat Rounds, then it 
will vanish. The Caster can dismiss the ICE CRAWLER at any time before the spell ends and order it to Attack different Creatures. 
This SPELL requires 2 Actions. 


CONJURE GAZER: 22 MP [Arcane, Conjuration] 
Casting Value: 11+ 
Requires: MIND 4, WILL 4, JOURNEYMAN SPELLCASTER, KNOWLEDGE (ARCANE) at 3+, KNOWLEDGE (OCCULTISM) at 4+ 


This APPRENTICE SPELL Conjures a GAZER on a point within 5 Squares from the Caster. The Creature will immediately attack any hostile 
Creature close to it, for 2d3+1 Combat Rounds, then do nothing else. The Caster can’t dismiss the GAZER which will then simply 
observe what’s going on or wander away. This SPELL lasts for 5 Minutes and requires 4 Actions. If the GAZER is Attacked while 
wandering, it will try to float away or respond to the aggression, even if it’s the Caster attacking it. 


REANIMATE BLIGHT THORN: 11 MP [Reanimation, Nature, Plants] 

Requires: MIND 3, WILL 3, APPRENTICE SPELLCASTER, KNOWLEDGE (NATURE) at 4+ 

The Caster must also know at least one NATURE MAGIC or WITCHCRAFT SPELL. 

This APPRENTICE SPELL Reanimates 1d3 BLIGHT THORNS on a point within 3 Squares from the Caster. The BLIGHT THORNS will immediately 
attack any hostile Creature close to them for 2d3+1 Combat Rounds, they they will simply crumble to the ground. 

This SPELL must be cast in a zone where there is enough vegetation or the SPELL will simply fail. It’s possible to cast this spell on the 
remains of other BLIGHT THORNS which weren't already Reanimated by the Caster. Up to 3 BLIGHT THORNS counts as a Single Maintained 
Creature. An ADVANCED Caster can summon 2d3 BLIGHT THORNS instead and still be able to maintain them as a Single Maintained 
Creature, but doing so increases the cost to 14 MP. This SPELL requires 2 Actions. 


MAGIC USER SPELLS 


DANCING QUILL: 1 MP [Arcane] 
Used to animate a quill to write what the Caster says. The cost is doubled to write in silence. 
This spell lasts for 1 Hour or until the Caster dismiss it. 


DETECT THE ARCANE: 2 MP [Arcane, Divination] 

The Caster is able to detect the presence of arcane energies within him with a successful CONCENTRATION Check. 

This spell can be used to analyze certain Arcane Sources or Auras or to determine if an item is magical or not. 

While the spell usually grants generic information, a GM can decide to grant some extra clues with a KNOWLEDGE (ARCANE) Check. 

The Spell lasts as long as the caster maintains his concentration, while is able to walk slowly or to talk with brief sentences. 

A sudden surge of Arcane Magic, Magical Explosions or exposure to a very high saturation of Arcane Energies, while the SPELL 
is active, could temporarily BLIND and/or STUN the Caster. A WILL Check is required to avoid such inconveniences. 


EPHEMERAL MANIPULATION: 1 MP [Arcane, Force] 
This SPELL is used to grab thin items like quills and paper. Can also be used to interact with certain enchantments. 
Lasts for 2d3+3 Rounds. 


FLOATING LIGHT: 4 MP [Arcane, Light] 
The Caster generates a small globe of light, which illuminates an area of 2 Squares with DIMLIGHT and it will follow it’s creator. 
The globe lasts for 1 Hour. 


SILENT SYMBOL: 1 MP [Arcane, Illusion] 

Used to create a symbol or rune which will last for a certain period of time and can only be seen with Detect the Arcane. 
Lasts a Day every additional 3 MP spent. It could instead lasts a Week per 5 MP spent if the Character has the JOURNEYMAN 
SPELLCASTER FEAT or a similar Advanced FEAT for Casting Spells. 


ARCANE SPELLS 


APPRENTICE: 


ACCELERATE: 7 MP [Enhancement, Movement] 

Casting Value: 7+ 

Requires: MIND 3 

The Caster can select a Creature within 2 squares (even himself). 

If the SPELL is successfully Cast, the Creature increases his Movement value by 1 for 1d3+1 Combat Rounds. 


ACID SPLASH: 4 MP [Acid, Elemental] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Acid Damage. 
This SPELL has a REACH of 2. 


ARCANE INSIGHT: 4 MP [Enhancement, Mind] 
Casting Value: 9+ 
Requires: MIND 3 


The Caster grants a +1 the next time a Creature must perform a SKILL Check while trying to find a HIDDEN COMPARTMENT or PASSAGE. 
Can be cast only Once per Hour on the same Creature, but can be cast on different Creatures. 
Lasts 1 Minute. 


ARCANE BOLT: 4 MP [Arcane, Force] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Arcane Damage. 
This Spell has a REACH of 3. 


ARCANE PUSH: 6 MP [Arcane, Force] 

Requires: MIND 3 

The Caster selects a Creature within 4 Squares and they both Roll a d6. 

The Caster can add his WILL value to the result while the opponent uses his BODY. 

If the Caster obtains a higher result, the Creature is immediately moved back by 1 Square. 

If the Creature is SMALL, it's moved back 2 Squares instead. 

If the Creature rolls a 1, it's moved 1 additional square. 

If the Caster manages to obtain a result of 10 or higher when trying to cast this spell, the creature will be pushed back by 1 
additional Square. 

This SPELL can cause a Creature to Fall off from an edge, step on a TRAP, or suffer 1 Bludgeoning Damage if it ends the 
Movement in front of an obstacle. If the Creature can't be moved since is already in front of an obstacle, it will still suffer 1 
Damage, while if there is a Creature behind, both will suffer 1 Damage. 

This Spell as no effect on LARGE Creatures, or bigger. 


BLAZE: 4 MP [Elemental, Fire] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Fire Damage. 
This SPELL has a REACH of 2. 


IRCLE OF PROTECTION (LESSER): 8 MP [Affliction, Circle, Enchantment] 
Requires: WILL 3, 2 Ranks at KNOWLEDGE (VARIABLE) 

By using MYSTIC SALTS to create a magical circle on the ground and then using this spell to enchant it, the Circle will weaken a 
specific type of creatures which enters such area, which is forced to pass a WILL Check or be unable to Re-roll any result of 1 
when they are trying to Dodge/Block or to Re-roll a result of 1 when they are trying to perform a Melee or Ranged Attack thanks 
to any FEAT they could possess. Notice that the Caster can only choose one of such effects at time. 

Depending on the Character’s Knowledge, he can create specific Circles of Protection according to the following: 


KNOWLEDGE (ARCANE): CONSTRUCTS and ELEMENTALS 
KNOWLEDGE (MYTHS AND LEGENDS): FEY and MYTHOLOGICAL 
KNOWLEDGE (NATURE): INSECTS and PLANTS 

KNOWLEDGE COCCULTISM): ELDRITCH and UNDEADS 
KNOWLEDGE (RELIGION): ANGELS and INFERNALS 


The Circle can only cover an area of 5x5 Squares and will lasts for 5 minutes. 


COLD BEAM: 4 MP [Elemental, Frost] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Frost Damage. 
This SPELL has a REACH of 2. 


COMFORTABLE BEDROLL: 8 MP [Arcane, Enchantment, Transmutation] 

Requires: MIND 3, WILL 2 

This spell allows to improve an ENCHANTED BEDROLL, granting the COMFORTABLE and WEATHERPROOF or WATERPROOF rules for 8 hours. 

The BEDROLL can only have a single WEATHERPROOF (or Waterproof) enchantment versus Cold or Heat at time, and is up to the caster 
to decide. It’s also possible to cast the spell on a regular WOOL BLANKET (or similar) to grant the WEATHERPROOF (COLD) rule. 

This spell requires Two Minutes to be correctly cast. 


DAZZLE: 5 MP [Arcane, Light, Sight] 
Requires: MIND 3 


When this spell is cast, the Caster selects a Creature within 2 Squares which must pass a BODY CHECK or become DAZZLED for 1 
Combat Round. GAZERS and STYGIAN SPHERES will be DAZZLED for 2 Combat Rounds instead. 

An Advanced Caster can spend 5 extra MP to be able to casts this spell against all creatures around him, within the SPELLS REACH. 
This SPELL has no effect on Creatures which are already Dazzled or Blinded and Creatures without eyes. 


DECELERATE: 6 MP [Affliction, Movement] 

Requires: MIND 3 

The Caster can select a Creature within 3 Squares which must pass a WILL Check or reduce its Movement value by 1 for 1d3+1 
Combat Rounds. 


FLOATING TARGE: 7 MP [Arcane, Force, Shield] 

Requires: MIND 2, WILL 3 

The Caster can conjure a floating disc of arcane force, which will block incoming ranged attacks. The disc will be created on any 
free Square near the Caster and it will follow him if he moves around, but it doesn’t occupy any space since it floats, allowing 
Creatures to move through the occupied Square. The targe grants a Cover of 4+ against Ranged Attacks which come from 
directly the opposite side of it but will do nothing against those from different directions. The targe is considered to have 3 Armor 
Points, then it breaks. If a Ranged Attack deals enough damage to destroy the targe, it will then continue it’s way through. The 
targe can’t protect from BEAM or BREATH ATTACKS of Creatures which are Two SIZES larger than the Caster, which will destroy it 
immediately as if it weren’t even there. Notice that the color, transparency and effects of the targe may vary and is up to how the 
Caster creates it, but it can’t block the Line of Sight. 

This SPELL lasts for 2d3 Combat Rounds. 

This SPELL requires 2 Actions. 


GREASE: 8 MP [Transmutation] 

Requires: MIND 2, WILL 2 

This spell generates a sort of grayish oily substance which erupts on a surface within 5 Squares from the Caster. The substance 
will quickly cover an area of 3x3 Squares and it will remain in there as long as the surface is mostly flat. If the spell is cast on a 
sloping surface, the substance will slowly move down, covering up only an area of 1x6 Squares. Creatures which Charge or Run 
across an area covered by the GREASE SPELL must perform a Hard AGILITY Check or being immediately Kocked Down. Those which 
simply move through will still require an AGILITY Check while moving only at 1 Square per Combat Round allows to safely reach 
the other side. Trying to move up a sloping terrain covered by the spell will always fail unless the Creature manages to attach itself 
to something else, while it’s possible to instead slide down with an AGILITY Check, using the Grease to move faster. Sliding down a 
Square covered by this spell only cost half it’s value, so two Squares will count as one, for movement purposes. 

The grease produced can be easily absorbed by certain types of terrain and doesn’t have much effect on water. 

Creatures which are Knocked Down on the grease will be partially covered by it, granting a +1 when trying to avoid being hold by 
Creatures of up one SIZE larger than them. This spell could have no effect on HUGE or DRAGON-SIZED Creatures, since they can just 
move over it. SLIMES and Crawling Creatures (IE: Snakes and Centipedes) which usually don’t move on few legs will only 
increase the movement required to move across the Grease by 1 Square but they will not be Knocked Down.Creatures which 
move through SPIDER LEGS will have difficulties to remain attached to walls covered by grease. 

The Grease is not flammable and it will simply heat up to a small degree then it will evaporate, so hitting a square covered in 
grease with a proper source which deals fire damage will simply remove it. 

This Spell lasts for 2d3 Combat Rounds. 

This Spell requires 2 Actions. 


HOP: 6 MP [Enhancement, Movement] 

Requires: MIND 2 

The Caster grants a +1 to the next JUMP Check to the target, which must be performed within 10 Minutes. 

This spell can affect a Creature only once and has no effect if the Creature already benefits from a similar SPELL effect which grants 
a +1 to a SKILL Check (IE: the EAGLE EYE SPELL). 

This SPELL has a REACH of 1. 


ILLUSION (LESSER): 6 MP [Arcane, Illusion, Sight] 

Requires: MIND 2, WILL 2 

This spell allows the Caster to create a small illusion within 5 Squares from him. The illusion can’t be too elaborated since is 
usually an item (or some small items) or a Small Creature. The illusion can be moved around but must still be stay within 8 
Squares from the caster. Those watching the illusion can notice that something is wrong only with a Hard SPOT Check but if the 
Illusion is acting weirdly, they can obtain a +1 or +2 to the roll (up to the GM to decide). The illusion doesn’t make any sound nor 
have any smell and has no effect on Creatures which do not use sight to detect their surroundings. The Illusion emanates arcane 
energies so it’s easy to identify as one if using SPELLS or similar abilities that allows a Creature to detect the arcane (like the spell). 
If a Creature interacts with the illusion it will easily understand that is not real (except for extremely stupid creatures). If the Caster 
moves the illusion it must maintain it’s Concentration using One Action per round without any roll required, unless it’s under attack 
or is doing something stressful. In that case he needs to perform a CONCENTRATION Check every Combat Round. 

This SPELL lasts 2 Minutes. 

Casting this spell requires 2 Actions. 


INVIGORATION: 8 MP [Enhancement] 

Requires: WILL 3 

This SPELL grants a surge of energy to a target Creature, removing some of it’s fatigue. 

The Caster can select a Creature within 1 Square and temporarily increase the Creature’s HEALTH by 1, unless it’s already at 8 or 
higher for 5 Minutes. Notice that a Creature which has a HEALTH value of 8+, suffers enough damage to reach 7 Points of HEALTH or 
less, can be targeted by this spell, but if manages to return at 8 or more, the temporary HEALTH will be lost. 

When the spell ends the restored HEALTH will be removed unless the Creature had already suffered enough Damage to loose the 
temporary HEALTH. This spell grants a +1 to a Creature to awake from a Knocked Off state. 

This SPELL doesn’t heal any wounds or fracture, but will close simple scratches and cuts. 

If the target is a CONSTRUCT, it will instead grant 1 temporary Armor Point (following the same limitations of the HEALTH). 

The Caster can target himself. 

This SPELL has a REACH of 1. 


JOLT: 4 MP [Electrical, Elemental] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Electrical Damage. 
This SPELL has a REACH of 2. 


PHASE SWAP: 8 MP [Arcane, Movement] 

Requires: MIND 3, WILL 3 

Once per Combat, the Caster can select a Friendly Creature within 6 Squares and swap his position with it. 
The Friendly Creature can still resist such effect with a Counter WILL Check. 

JOURNEYMAN and EXPERT CASTERS obtain a +1 to the Roll. 

This SPELL requires 2 Actions. 


POTENCY (LESSER): 7 MP [Enhancement] 
Casting Value: 7+ 
Requires: MIND 3 


All the Allies within 2 Squares from the Caster will obtain a +1 to the next single Attack they perform within One Combat Round. 
If the Caster is G00D, this spell obtains the Light and Holy Descriptors. 

If the Caster is EVIL, this spell obtains the Dark and Unholy Descriptors. 

Does not stack with the effects of the BENEDICTION ACT OF FAITH. 


VOCAL DISTORTION: 4 MP [Transmutation, Voice] 

Requires: MIND 2 

The Caster can change the tone of his own voice, lowering or increasing it’s pitch by some degree, allowing him to sound different. 
A Hard LISTEN Check could allow to figure out that there is something odd with the distorted voice, but it requires Arcane 
Knowledge to understand that it’s caused by a SPELL. 

Those who still knows the Caster from a long time could still manage to remember the way he talks or it’s accent, so a GM could 
still allow them to recognize his voice if they hear it. 

This SPELL lasts for 10 Minutes, but it’s possible to pay double it’s cost for making it last for 1 Hour Instead. 

This SPELL requires 2 Actions. 


JOURNEYMAN: 


ALARM: 12 MP [Arcane, Protection, Sound] 

Requires: MIND 4, WILL3 

This SPELL generates an invisible zone of arcane energy of 4x4 Squares or 1x6 Squares which lasts for 2d3 Hours. 

If any Creature moves through such zone, the SPELL will generate a loud noise which may vary depending on the Caster, such as a 
sound of bells, a horn or something similar. The SPELL can also be cast inside a Room of 6x6 Squares or smaller, making the alarm 
sound if someone moves through the Door, Windows or similar passages, but not if moving inside such room. A LEVITATING 
Creature will trigger the Alarm only with a 4+ on a d6, while an ETHEREAL only with a 5+. The SPELL is not triggered if a Creature 
moves over the area at at least 3 Squares from the surface the spell is covering. It’s possible to change the spell to be only heard 
by the caster, as long as he is within 20 Squares from the protected area, but the cost is increased to 16 MP. 

This SPELL requires 2 Minutes to be correctly cast. 


CHAIN OF LIGHTNINGS: 13 MP [Electrical, Elemental] 

Requires: MIND 4, JOLT 

The Caster makes a single Magic Attack that deals 2 Electrical Damage to a single target. 

If the Caster successfully Hits the target, he can immediately make another Magic Attack that deals 1 Electrical Damage as 
Direct Damage to an Enemy within 3 Squares of the first enemy, with a -1 to his Attack Roll. 

If the secondary Attack also hits its target, he can make one last Attack against another Creature within 1 Square of the second 
enemy who wasn't already stuck, with a -2 to the Hit Roll. 

If there are no Creatures left, the SPELL will bounce back and can Hit the Caster and even his Allies or COMPANIONS. 

This SPELL can't be Blocked and has a Reach of 5. 

This SPELL requires 2 Actions. 


CIRCLE OF PROTECTION: 20 MP [Affliction, Circle, Enchantment] 

Requires: MIND 4, WILL 3, CIRCLE OF PROTECTION (LESSER) 

This spell works the same way as his lesser version with some differences. First of all, while active the Circle prevents both the Re- 
rolls of a 1 for Attacking, Blocking and Dodging and it can be an area up to 5x5 Squares large. In addition, the circle can 
prevent certain creatures to move through the protected area, which are the following: ELDRITCH, ELEMENTALS, FEY and UNDEADS. Notice 
that only a circle made to protect against one of the previously listed creature will be effective against them, while a circle made for 
different creatures will not stop them at all. For example a CIRCLE OF PROTECTION from UNDEADS will not stop any ELEMENTAL or FEY which 
wants to stroll around. As the lesser version, even this one requires the Caster to have the right KNOWLEDGE SKILL available, but to be 
able to stop the creatures it requires 3 Ranks. When a Creature of the previously mentioned list tries to move through or even just 
try to enter the protected zone, it mus immediately Roll a d6 plus his WILL value versus a d6 plus the Caster’s WILL value. A failure 
prevents the creature from being able to enter inside or move outside the circle, if it was already in. A Creature can still use ranged 
weapons against those protected by the Circle, but SPELLS, SPECIAL ABILITIES and BREATH/BEAM ATTACKS will suffer a -1 to their Rolls or 
those inside the SPELL will receive a +2 to any Roll required to contrast such hazards. EXPERT Characters will obtain a +2 to their Will 
Roll while Huge or larger Creatures will also obtain a +2 to their roll. EISSES could also receive an additional +1. 

The Circle will last for 10 minutes. The Circle requires at least 30 minutes to be correctly drawn, while the activation only requires 
2 Actions. Notice that the Caster can decide to create a Circle which allows the Creatures to move though it, reducing it’s cost by 
5 MP. 


ELEMENTAL BARRIER: 12 MP [Arcane, Barrier, Elemental, Protection] 

Requires: MIND 4, WILL 4 

The Caster is able to conjure a thin vertical barrier of arcane energies which will block a specific type of damage within 2 Squares 
from him as long as there is enough space for the barrier to be created. The barrier will remain stationary in the spot it has been 
created for 1d3+2 Rounds. When casting this spell the Caster must select the type of Element to be protected by, such as 
Electrical, Fire and so on. The SPELL then obtains the same descriptor of the Element it is protecting from (IE: A barrier which 
protects from Fire Damage will obtain the [Fire] Descriptor). The barrier lasts for 2d3 Combat Rounds and is considered to have 
an Armor Point value of 10. Every time a source or attack which deals the specific damage tries to pass through the barrier, it’s 
damage will be subtracted from the barrier and if it’s reduced to 0, the attack will be stopped completely. If the Barrier reaches 0 
Armor Points it’s destroyed. The barrier dimension is 2x2 Squares, but is possible to make a 1x2 barrier by paying 8 MP instead. 
The barrier doesn’t block movement except for ELEMENTALS of the same type of the barrier, which must then roll a d6 plus their BODY 
value versus a d6 plus the Caster’s WILL value or not being able to move through. Creature’s SIZE matters for such Roll and the 
barrier is considered LARGE (or MEDIUM if 1x2 Squares). If the Caster has the CRYOMANCER, PYROMANCER or STORMCALLER FEAT, the barrier 
obtains 5 additional Armor Points and lasts for 1 additional Round but it can’t create a barrier against it’s opposite element (IE: a 
PYROMANCER can’t create barriers which protect from Frost Damage). 

This SPELL requires 2 Actions. 


IREBALL: 13 MP [Elemental, Fire] 
Requires: MIND 4, BLAZE 
The Caster makes a single Magic Attack that deals 2 Fire Damage to a single target, which will then explode and deal 1 Fire 
Damage to everything within 3 Squares from the target. The direct Magic Attack can be Blocked by MEDIUM or larger SHIELDS, but 
the explosion will still occur. The SPELL will automatically destroy any WOODEN SHIELD which manages to successfully block it, while 
ENCHANTED or made of IRONWOOD SHIELDS will be destroyed after two successful Blocks of the same SPELL, until repaired. The SPELL can 
also destroy thin or fragile items within the explosion radius, and can set flammable liquids on fire. 
This Spell has a Reach of 8. 
This SPELL requires 2 Actions. 


ICE SPEAR: 13 MP [Elemental, Frost] 

Requires: MIND 4, COLD BEAM 

The Caster makes a single Magic Attack that deals 2 Frost Damage to a single target. 

A Creature struck by this SPELL must immediately pass a BODY Check or reduce it’s Movement value by 1 and suffer a -1 to any 
Dodge Roll for 1d3 Rounds. While is possible to Block this SPELL with a SHIELD (except with BUCKLERS), the wearer must still perform 
the Body Check. A Creature suffers a -1 to his BODY Checks if it’s located in a Cold Environment or for every consecutive hit of 
this SPELL it suffers within 2 Rounds from the previous one. The SPELL will automatically destroy any WOODEN SHIELD which manages to 
Block it, but can only destroy SMALL SHIELDS made of METAL. ENCHANTED or made of IRONWOOD SHIELDS will be destroyed after two successful 
Blocks. If the Creature has at least a RESISTANCE TO FROST DAMAGE (2) or IMMUNITY TO FROST, it will automatically pass any BODY Check. 

This Spell has a Reach of 9. 

This SPELL requires 2 Actions. 


INVISIBILITY: 15 MP [Arcane, Illusion, Light, Sight] 

Requires: MIND 4, WILL 4 

This SPELL will slowly make the Caster disappear within 1d3 Rounds. While invisible, the Caster can only be heard moving (unless 
it stands still) or detected by different ways rather than sight, like Movement Perception, SCENT or even through ARCANE DETECTION, 
which requires a Hard CONCENTRATION Check if the invisible Creature is within the SPELLS range. A Creature which manages to detect 
the Caster but is still unable to determine its real position can try to Attack it but the Caster will receive a Concealment of 3+ 
against any attack. If the Caster decides to Attack a Creature while invisible, his attack can’t be Blocked or Dodged unless his 
movement is heard and it will then return visible. If the SPELL is still active after the attack, the Caster will slowly return invisible 
within 1d3 Combat Rounds, starting from the next one. The SPELL doesn’t blocks substances which can cover the Caster’s 
silhouette, but in the other hand he can also clean himself. Any item held or eaten/drink by the Caster will also disappear, while 
those left will return visible within few seconds. Buildings and excessively large items will not be affected by the SPELL. If the Caster 
is slain while invisible, he will immediately return visible within few seconds. Casting the same SPELL while it’s still active doesn’t add 
more time, but it will instead immediately turn the caster invisible without waiting any longer. Doing so halves the MP required 
(rounded up). Casting any other SPELL will make the caster appear for 1d3+1 Rounds instead. 

This SPELL lasts for 1 Minute. 

This SPELL requires 2 Actions. 


MANA DRAIN: 13 MP [Affliction, Arcane] 

Casting Value: 8+ 

Requires: MIND 4, WILL 4 

The Caster can target a Creature within 6 Squares which will try to drain Magic Points from it. 

For 2d3+1 Combat Rounds, both the Caster and the target must roll a d6 while adding their WILL value. If the Caster obtains a 
higher results, it will drain the target’s MP by 1d3 plus 1 additional MP per point difference from that Round’s Roll. The Caster 
also subtracts 2 additional MP per CAREER RANK difference from its target (unless it has none, like ANIMALS and MONSTER) and obtains a 
+1 to the WILL roll if it’s at least one CAREER RANK higher than the target (ANIMALS and MONSTERS are considered of a lesser CAREER if they 
are MEDIUM-SIZED or smaller). While the SPELL is active, the Caster can’t cast any other SPELLS unless he wants to interrupt the Mana 
Draining. The Caster can only Move and talk with short sentences, but if it gets hit he must pass a CONCENTRATION Check or the SPELL 
will be immediately interrupted. If the target moves away from the SPELLS REACH, the SPELL will end at the beginning of the next 
Combat Round (so if the Caster manages to follow him, the SPELL will be maintained). 

The Magic Points drained are simply considered to be spent by the target. 

It’s possible to drain all the target’s MP but 1. 

This SPELL requires 2 Actions. 


POTENCY: 14 MP [Enhancement] 

Casting Value: 8+ 

Requires: MIND 4 

All the Allies within 3 Squares from the Caster will obtain a +1 to all their Attacks they perform within One Combat Round. 

If the Caster is G00D, this spell obtains the Light and Holy Descriptors and if his allies are also G00D they will be able to Re-roll a 
single result of 1 for their next Attack. 

If the Caster is EVIL, this spell obtains the Dark and Unholy Descriptors and if his allies are also EVIL they will be able to Re-roll a 
single result of 1 for their next Attack. 

Does not stack with the effects of the BENEDICTION FEAT. 


PROTECTIVE GLYPH: 9 MP [Enhancement, Protection] 

Casting Value: 9+ 

Requires: MIND 4 

The Caster can create a MAGICAL GLYPH that protects a single CREATURE within 2 Squares (even himself). 

The MAGICAL GLYPH increases the Creature's total Armor Points by 1, but has no effect if the Armor Points are already 5 or higher. 
This SPELL lasts for 1 Minute. 


RADIANT BEAM: 10 MP [Light] 

Requires: MIND 4 

The Caster makes a single Magic Attack that deals 2 Radiant Damage to a single target. 
If used against UNDEADS, the damage is increased to 3. This Spell has a Reach of 9. 


SLOWFALL: 6 MP [Air, Arcane, Gravity] 

Requires: WILL 4 

This SPELL allows the Caster to safely Jump Down from a height of up to 2 Squares, within the end of next Combat Round this 
SPELL has been cast, without any JUMP Check required as long as he is not wearing any MEDIUM (or heavier) ARMOR or carrying a 
Medium (or heavier) Encumbrance. The SPELL can also be used to slow down any Falling speed to 1 Square per Round, up to 14 
consecutive Combat Rounds. If the Caster doesn’t reach the ground after such limit, he will start falling again. The SPELL can’t help 
the Caster if he’s falling from tremendous heights, but at least could steer his direction (up to the EM to decide how much and 
where). The SPELL consumes 5 additional MP per consecutive Round the spell is Active, but if the Caster depletes all of his MP, 
the SPELL will immediately end. While the spell is active, the Caster can’t do other Actions (can still talk brief sentences) and must 


maintain his Concentration. If hit by an attack or distracted somehow, he must pass a CONCENTRATION Check or the SPELL will be 
interrupted immediately. 


ARCANE BARRIER: 25 MP [Arcane, Barrier, Force, Protection] 

Requires: WILL 5, MIND 4 

The Caster can create a thin and rounded barrier made of arcane energies in any spot within 2 Squares from him (as long as 
there is enough space for the barrier to be created). The Barrier is a flat surface of 2x2 Squares which can be inclined to any 
degrees as the Caster decides and can be even be created up to 2 Squares from the ground. 

The Barrier blocks everything that tries to move through it, blocking even attacks and spells while it can’t block any line of sight it 
causes those which try to look thought it to only see blurred images. The Barrier is considered to have 20 Armor Points 

Every time a source or attack which deals damage tries to pass through the barrier, it’s damage will be subtracted from the barrier 
and if it’s reduced to 0, the attack will be stopped completely. If the Barrier reaches 0 Armor Points it’s destroyed. It’s possible to 
make a 1x2 barrier by paying half the MP cost (rounded up) or make it 3x3 Squares by adding half of the Cost (rounded down). 
The blocks any movement but is still possible to force your way through. Doing so requires the Creature to roll a d6 plus its BODY 
value versus a d6 plus the Caster’s WILL value. A failure stops the creature entirely. Creature’s SIZE matters for such Roll and the 
barrier is considered LARGE (MEDIUM if 1x2 Squares and HUGE if 3x3). A 1x2 barrier only has 12 Armor Points while a 3x3 has 28. 
The barrier will remain still where it’s created for 2d3+3 Minutes. 

This SPELL requires 2 Actions. 


DISPLACEMENT: 16 MP [Arcane, Movement] 

Requires: WILL 4, MIND 5 

The Caster chooses a point in any direction he can see within 15 Squares. He will then immediately vanish to then materialize at 
the destination, as long as there is enough space for him to be there. The Caster can bring with himself another Creature of the 
same size or smaller but doing so increases the cost by half (rounded up). The Creature must Hold the Caster or be held by it. 
This SPELL can cause the Caster (and an eventual Creature with him) to Fall Down from where they have materialized if there is 
nothing beneath them. 

This SPELL requires 2 Actions. 


FIRE BLAST: 19 MP [Elemental, Fire] 
Casting Value: 12+ 
Requires: MIND 5 


This SPELL hits all Creatures within 4 Squares from the Caster. 


For the first 2 Squares, a Creature suffers 3 Direct Fire Damage, the 3 Square inflicts 2 Direct Fire Damage while the 4" only 
inflicts 1 Direct Fire Damage. 

The Creatures are allowed to perform an AGILITY Check, with a -1, to change the Damage from Direct to Normal Fire Damage. 
Creatures in the 4" Square do not suffer the Penalty to the Check. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the LIGHTNING CALL or POLAR RAY SPELL. 

This SPELL requires 2 Actions. 


HOLD: 20 MP [Arcane, Force] 

Casting Value: 11+ 

Requires: WILL 4, MIND 4 

The Caster selects a Creature within 5 Squares. It can no longer Move for 1d3+1 Combat Rounds. 

Against LARGE Creatures, the effect lasts only for 1 Combat Round, while against HUGE Creatures or bigger it only halves their 
Movement for 1 Combat Round. 

Against EDSSE5 and MINI=BOS5E5, the effect lasts for 1d3 Rounds, unless of LARGE Size or bigger. 


LIGHTNING CALL: 19 MP [Electrical, Elemental] 

Casting Value: 12+ 

Requires: MIND 5 

The Caster creates a small Storm upon him that has a range of 6 Squares. 

The Storm generates 2d3+2 lightnings bolts that will Hit any creature inside the range, except for the Caster. 

Each lightning bolt deals 2 Electrical Damage, while Creatures made of metal or Creatures with Metallic ARMORS will suffer 2 
Direct Electrical Damage instead. 

Notice that every lightning bolt will only hit a single Creature, but if there are less Creatures than lightning bolts generated, they 
will be equally distributed, starting from the Creatures who are closer to the Caster. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the FIRE BLAST or POLAR RAY SPELL. 

This SPELL requires 2 Actions. 


POLAR RAY: 19 MP [Elemental, Frost] 

Casting Value: 12+ 

Requires: MIND 5 

The Caster emits a ray of Cold in a straight line of 7 Squares. 

Every Creature hit by the ray suffers 1 Direct Cold Damage and suffers a -1 to Hit, Dodge, and Block and then must roll a d6. 
If rolling a 1 the Creature is also unable to Move during his Next Combat Round. 
Aquatic creatures or those inside water will be unable to move on a result of 1-3 on the d6. 
The Caster can change the shape to be 2 Squares wide and 3 long, instead. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the FIRE BLAST or LIGHTNING CALL SPELL. 
This SPELL requires 2 Actions. 


STUN: 16 MP [Arcane, Mind] 

Requires: WILL 5, MIND 4 

The Caster selects a Creature within 4 Squares and they both Roll a d6, adding their WILL value. 

If the Caster obtains a higher score, the Creature is considered STUNNED for a Single Combat Round. 
While STUNNED, the Creature can't make any Magical/Melee/Ranged Attack or Cast any SPELL. 

The victim can still Block/Dodge incoming attacks or is able to move by only 1 Square. 

This SPELL has no effects on CONSTRUCTS, SLIMES, and UNDEADS with a MIND statistic of 0. 


NATURE MAGIC SPELLS: 


APPRENTICE: 


ACID SPLASH: 4 MP [Acid, Elemental] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Acid Damage. 
This SPELL has a REACH of 2. 


BEAST OF BURDEN: 7 MP [Animal, Enchantment] 

Requires: WILL 3 

The Caster can grant the STRONG BACK FEAT to a Creature for 1 Hour. 
Has no effect on CONSTRUCTS, PLANTS and SLIMES. 

This SPELL requires 1 Minute to be successfully cast. 


BEAST’S CLAWS: 10 MP [Animal, Nature, Transmutation] 

Requires: WILL 3 

The Caster turns his hands into sharp claws. The Caster can deal lethal damage with his Claws and obtains the CRITICAL HIT (CLAWS) 
FEAT unless it already have it. If the Caster already has CLAWS in his natural form, he increases his Critical Hit Chance by 1. 

The Caster is considered to be armed with Two SMALL WEAPONS for the purpose of determinate the penalties for the AMBIDEXTERITY FEAT. 
The Caster can hold items but can’t use WEAPONS or SHIELDS for combat purposes and has difficulties in performing certain activities 
such as Pick-pocketing, Lock-picking and similar activities which require the use of fingers. 

This SPELL lasts for 5 Minutes. 

This SPELL requires 2 Actions. 


BLAZE: 4 MP [Elemental, Fire] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Fire Damage. 
This SPELL has a REACH of 2. 


CIRCLE OF PROTECTION (LESSER): 8 MP [Affliction, Circle, Enchantment] 

Requires: WILL 3, 2 Ranks at KNOWLEDGE (VARIABLE) 

By using MYSTIC SALTS to create a magical circle on the ground and then using this spell to enchant it, the Circle will weaken a 
specific type of creatures which enters such area, preventing them to Re-roll any result of 1 when they are trying to Dodge/Block 
or to Re-roll a result of 1 when they are trying to perform a Melee or Ranged Attack thanks to any FEAT they could possess. 
Notice that the caster can only choose one of such effects at time. 

Depending on the Character’s Knowledge, he can create specific Circles of Protection according to the following: 


KNOWLEDGE (ARCANE): CONSTRUCTS and ELEMENTALS 
KNOWLEDGE (MYTHS AND LEGENDS): FEY and MYTHOLOGICAL 
KNOWLEDGE (NATURE): INSECTS and PLANTS 

KNOWLEDGE (OCCULTISM): ELDRITCH and UNDEADS 
KNOWLEDGE (RELIGION): ANGELS and INFERNALS 


The Circle can only cover an area of 5 Squares and will lasts for 5 minutes. 


CLIMB: 6 MP [Enhancement, Movement] 

Requires: MIND 2 

The Caster grants a +1 to the next CLIMB Check to the target, which must be performed within 10 Minutes. 

This spell can affect a Creature only once and has no effect if the Creature already benefits from a similar SPELL effect which grants 
a +1 to a SKILL Check (IE: the EAGLE EYE SPELL). 

This SPELL has a REACH of 1. 


COLD BEAM: 4 MP [Elemental, Frost] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Frost Damage. 
This SPELL has a REACH of 2. 


EAGLE EYE: 6 MP [Enhancement, Sight] 

Requires: MIND 3 

The Caster grants a +1 to the next time a Creature must perform a SKILL Check required to spot a Hidden Creature, which must 
be performed within 10 Minutes. This spell can affect a Creature only once and has no effect if the Creature already benefits from 
a similar SPELL effect which grants a +1 to a SKILL Check (IE: the HOP SPELL). 

This SPELL has a REACH of 1. 


FEY WALK: 8 MP [Movement, Nature] 

Requires: 2 Ranks at SURVIVAL (VARIABLE 

While traveling through a specific Environment, related to the Caster’s SURVIVAL SKILLS, this SPELL inflicts a -1 to any TRACKING Check 
required to follow him: for example a Caster with 2 Ranks at SURVIVAL OUNGLE), will inflict a -1 while traveling through a Forest. 

This SPELL lasts for 1 Hour and requires 2 Actions. 


HAZE: 8 MP [Air, Water] 

Requires: MIND 3 

The SPELL generates a thin haze around the Caster which propagates for 2 Squares all around. Creatures within or on the other 
side of the Haze will obtain a concealment of 5+, while any SEARCH, SPOT and TRACKING Check will suffer a -1 penalty. The haze is 2 
Squares tall, it doesn’t move and will last for 2d3+3 Combat Rounds, even if a strong wind could easily dispatch it within few 
seconds. If cast nearby a Lake or similar source of calm water, the haze size is doubled. Can’t be cast is arid and extremely hot 
environments. This SPELL requires 2 Actions. 


HOP: 6 MP [Air, Enhancement, Movement] 

Requires: MIND 2 

The Caster grants a +1 to the next JUMP Check to the target, which must be performed within 10 Minutes. 

This spell can affect a Creature only once and has no effect if the Creature already benefits from a similar SPELL effect which grants 
a +1 to a SKILL Check (IE: the EAGLE EYE SPELL). 

This SPELL has a REACH of 1. 


JOLT: 4 MP [Electrical, Elemental] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Electrical Damage. 
This SPELL has a REACH of 2. 


MAGNETISM NOTION: 7 MP [Arcane, Earth] 

Requires: MIND 3 

This SPELL allows to Caster to being aware of which direction is the North. 

This SPELL has some difficulties to work while inside artificial structures except those located under the ground. 
If cast inside Caves or similar underground environments, the cost is reduced to 5 MP. 

Has no effect if the Caster isn’t standing on actual ground or if cast inside Arcane Anomalies. 

This SPELL requires 1 Minute to be correctly cast. 


MOCKING BIRD: 10 MP [Illusion, Mind, Sound] 

Requires: 2 Ranks at BLUFF, 2 Ranks at KNOWLEDGE (WATURED 

This SPELL allows the Caster to imitate the sound of an ANIMAL of his choice that he knows, which can be heard at some distance as 
if it was emitted by the actual animal. Those who listen must roll a d6 plus their MIND value versus a d6 plus the Caster’s WILL value, 
where a failure indicates that they will believe the sound they are hearing is real. 

This SPELL lasts for 1 Minute. 

This SPELL requires 2 Actions. 


RESTORATION (LESSER): 8 MP [HEALING] 

Requires: MIND 3 

The Caster can select a Creature within 1 Square and temporarily restore 1 HEALTH it has lost for 5 Minutes. When the spell ends 
the restored HEALTH will be removed unless the Creature had already suffered enough Damage to loose the restored HEALTH. This 
spell grants a +1 to a Creature to awake from a Knocked Off state. 

The SPELL can close a single Bleeding Wound with a result of 4+ on a d6 but can’t heal serious wounds or fractures. 

Has no effect on a Creature which is already under a same RESTORATION or INVIGORATION SPELL. 

Has no effect on CONSTRUCTS, ELDRITCH, ELEMENTALS, PLANTS and UNDEADS. 

The Caster can target himself. 

This SPELL has a REACH of 1. 


ROAR: 11 MP [Animal, Mind, Sound] 

Requires: WILL 3 

The Caster emits a fierce roar, causing FEAR to any creature within 4 Squares. While allies could receive a +1 to the Roll, ANIMALS 
suffers a -1 and will be more likely to run away than others. Has no effect on LARGE or bigger Creatures, but could at least amuse 
them somehow. A Creature which successfully passes the FEAR Check will be no longer affected by this same SPELL for 1 Hour. 
This SPELL requires 2 Actions. 


SOOTHE: 5 MP [Light, Healing] 

Requires: MIND 3, WILL 3 

This SPELL is commonly used to reduce the pain felt by a Creature on a specific part of his body, as long as the Caster maintains 
contact with his hands. The SPELL lasts for 5 Minutes but is possible to spend 1 additional MP per extra Minute. 

The Caster can’t perform other actions while keeping the contact on a Creature, but is allowed to talk. 

This SPELL requires 1 Minute to be correctly cast. 


STUMP LEGS: 10 MP [Affliction, Plants, Transmutation] 

Requires: MIND 3 

The Caster can touch a Creature within 1 Square and both must roll a d6 plus their Will value. If the Caster wins, the target halves 
his Movement value (rounded down) and is unable to run, but obtains a +1 when trying to resist being Pushed or Knocked 
Down. A friendly Creature can automatically fail the Roll. The SPELL remains active for 1 Minute. 

Has no effect on CONSTRUCTS, ELEMENTALS, ETHEREAL CREATURES, SLIMES and Creatures without Legs. 

WOODEN CONSTRUCTS and PLANTS will instead obtain 1 additional Armor Point. 

This SPELL requires 2 Actions. 


SWIM: 6 MP [Enhancement, Movement, Water] 

Requires: MIND 2 

The Caster grants a +1 to a Creature for the next time it must perform a SWIM Check, which must be performed within 10 Minutes. 
This spell can affect a Creature only once and has no effect if the Creature already benefits from a similar SPELL effect which grants 
a +1 to a SKILL Check (IE: the EAGLE EYE SPELL). 

This SPELL has a REACH of 1. 


TANGLING VINES: 11 MP [Affliction, Earth, Plants] 

Requires: MIND 3 

The Caster selects an area of 4x4 Squares within 7 Squares in his line of sight. The SPELL sprouts vines and roots which will start 
to grasp everything that tries to move through for the next 2d3+2 Combat Rounds. A Creature standing or moving through the 
area covered by this SPELL must successfully pass a BODY Check each Combat Round or reduce its movement value to 1, while a 
result of 1 will simply HOLD the Creature where it stands. This Spell has no effect on LEVITATING and ETHEREAL creatures, while those 
being Knocked Down will reduce their Check result by 1 (min 1) causing them to being held with a result of 2 or less. A held 
Creature must Roll a d6 plus its BODY value versus a d6 plus the Caster’s WILL value if trying to break free. Creature’s SIZE matters 
when trying to break free while HUGE or larger Creatures could probably just ignore this SPELL at all. This SPELL requires 2 Actions but 
has no effect if cast on surfaces without a presence of actual coil, vegetation or similar (IE: has no effect if cast on the second floor 
of a Castle, unless there are enough plants nearby, but has effect on a simple road in a dirty village). 


JOURNEYMAN: 


BARK SKIN: 9 MP [Protection, Transmutation, Plants] 

Casting Value: 10+ 

Requires: MIND 4 

The SPELL will strengthen the skin of a touched Creature, increasing its Armor Points by 1 for 1 Minute. 

While active the skin changes color to a more green-brownish tone, which resembles the bark of a tree. 

The SPELL has no effect on CONSTRUCTS, ELEMENTALS, ETHEREAL CREATURES, SLIMES and those which already have a total Armor Point value of 
5 or higher. If cast on PLANTS or similar Wooden Creatures the Armor Points are increased by 2 (max 5). 

This SPELL requires 2 Actions. 


CHAIN OF LIGHTNINGS: 13 MP [Electrical, Elemental] 

Requires: MIND 4, JOLT 

The Caster makes a single Magic Attack that deals 2 Electrical Damage to a single target. 

If the Caster successfully Hits the target, he can immediately make another Magic Attack that deals 1 Electrical Damage as 
Direct Damage to an Enemy within 3 Squares of the first enemy, with a -1 to his Attack Roll. 

If the secondary Attack also hits its target, he can make one last Attack against another Creature within 1 Square of the second 
enemy who wasn't already stuck, with a -2 to the Hit Roll. 

If there are no Creatures left, the SPELL will bounce back and can Hit the Caster and even his Allies or COMPANIONS. 

This SPELL can't be Blocked and has a Reach of 5. 

This SPELL requires 2 Actions. 


CIRCLE OF PROTECTION: 20 MP [Affliction, Circle, Enchantment] 

Requires: MIND 4, WILL 3, CIRCLE OF PROTECTION (LESSER) 

This spell works the same way as his lesser version with some differences. First of all, while active the Circle prevents both the Re- 
rolls of a 1 for Attacking, Blocking and Dodging and it can be an area up to 5x5 Squares large. In addition, the circle can 
prevent certain creatures to move through the protected area, which are the following: ELDRITCH, ELEMENTALS, FEY and UNDEADS. Notice 
that only a circle made to protect against one of the previously listed creature will be effective against them, while a circle made for 
different creatures will not stop them at all. For example a CIRCLE OF PROTECTION from UNDEADS will not stop any ELEMENTAL or FEY which 
wants to stroll around. As the lesser version, even this one requires the Caster to have the right KNOWLEDGE SKILL available, but to be 
able to stop the creatures it requires 3 Ranks. When a Creature of the previously mentioned list tries to move through or even just 
try to enter the protected zone, it mus immediately Roll a d6 plus his WILL value versus a d6 plus the Caster’s WILL value. A failure 
prevents the creature from being able to enter inside or move outside the circle, if it was already in. A Creature can still use ranged 
weapons against those protected by the Circle, but SPELLS, SPECIAL ABILITIES and BREATH/BEAM ATTACKS will suffer a -1 to their Rolls or 
those inside the SPELL will receive a +2 to any Roll required to contrast such hazards. EXPERT Characters will obtain a +2 to their Will 
Roll while Huge or larger Creatures will also obtain a +2 to their roll. EISSE5 could also receive an additional +1. 

The Circle will last for 10 minutes. The Circle requires at least 30 minutes to be correctly drawn, while the activation only requires 
2 Actions. Notice that the Caster can decide to create a Circle which allows the Creatures to move though it, reducing it’s cost by 
5 MP. 


ELEMENTAL BARRIER: 12 MP [Arcane, Elemental, Protection] 

Requires: MIND 4, WILL 4 

The Caster is able to conjure a thin vertical barrier of arcane energies which will block a specific type of damage within 2 Squares 
from him as long as there is enough space for the barrier to be created. The barrier will remain stationary in the spot it has been 
created for 1d3+2 Rounds. When casting this spell the Caster must select the type of Element to be protected by, such as 
Electrical, Fire and so on. The SPELL then obtains the same descriptor of the Element it is protecting from (IE: A barrier which 
protects from Fire Damage will obtain the [Fire] Descriptor). The barrier lasts for 2d3 Combat Rounds and is considered to have 
an Armor Point value of 10. Every time a source or attack which deals the specific damage tries to pass through the barrier, it’s 
damage will be subtracted from the barrier and if it’s reduced to 0, the attack will be stopped completely. If the Barrier reaches 0 
Armor Points it’s destroyed. The barrier dimension is 2x2 Squares, but is possible to make a 1x2 barrier by paying 8 MP instead. 
The barrier doesn’t block movement except for ELEMENTALS of the same type of the barrier, which must then roll a d6 plus their BODY 
value versus a d6 plus the Caster’s WILL value or not being able to move through. Creature’s SIZE matters for such Roll and the 
barrier is considered LARGE (or MEDIUM if 1x2 Squares). If the Caster has the CRYOMANCER, PYROMANCER or STORMCALLER FEAT, the barrier 
obtains 5 additional Armor Points and lasts for 1 additional Round but it can’t create a barrier against it’s opposite element (IE: a 
PYROMANCER can’t create barriers which protect from Frost Damage). 

This SPELL requires 2 Actions. 


EATHERED ARMS: 12 MP [Air, Animal, Transmutation] 

Requires: WILL 4 

This SPELL grows long feathers from the Caster’s arms, which resemble those of a bird. While active, the Caster can briefly glide 
down for 2d3 Rounds, reducing his falling speed by 2 Squares per Combat Round, while being able to safely land from short 
distances. The SPELL doesn’t make the Caster actually able to FLY and falling from higher heights can still be lethal for him if he 
doesn’t land correctly, which requires a Hard AGILITY Check. Notice that this spell requires that both the Caster’s Arms must be free 
from any CLOTHING or ARMOR which could prevent the feathers from growing. The SPELL lasts fro 2d3+3 Minutes and requires 10 
Rounds to be correctly cast. 


FIRE BREATH: 13 MP [Elemental, Fire] 

Requires: MIND 4 

The Character obtains the BREATH ATTACK (FIRE) FEAT for 5 Combat Rounds (as described in the NpC Compendium) but it will use his 
WILL modifier instead of it’s ATTACK, when targeting an opponent. If the Character has the PYROMANCER FEAT, it also increases the SPELLS 
Reach by 2. This SPELL requires 2 Actions. 


FRENZY: 12 MP [Blood Magic, Enchantment, Mind] 

Requires: MIND 4 

The Caster grants the RAGE FEAT to a target Creature it touches, which is then forced to use it for 2d3 Combat Rounds even if 
manages to successfully hit a Creature. When the SPELL ends, the Creature will be considered Dazzled for 1 Combat Round. 
The target Creature can try to resist the SPELL by Rolling a d6 plus its WILL value versus a d6 plus the Caster’s WILL value. 
Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS and UNDEADS. 


GLITTERING DUST: 8 MP [Arcane, Light] 

Requires: MIND 4 

The Caster generates in his hand a handful of glittering dust, which can throw within 5 Squares. The dust will cover an area of 2x2 
Squares, delineating anything it touches. The dust briefly glows in the darkness even if the spells only lasts for 1d3+2 Combat 
Rounds. A Creature covered with dust will leave a trail of dust if it moves or runs away, but the trail will disappear within 2d3 
Combat Rounds. The Caster must have a free hand to be able to create the dust. 


ICE SPEAR: 13 MP [Elemental, Frost] 

Requires: MIND 4, COLD BEAM 

The Caster makes a single Magic Attack that deals 2 Frost Damage to a single target. 

A Creature struck by this SPELL must immediately pass a BODY Check or reduce it’s Movement value by 1 and suffer a -1 to any 
Dodge Roll for 1d3 Rounds. While is possible to Block this SPELL with a SHIELD (except with BUCKLERS), the wearer must still perform 
the Body Check. A Creature suffers a -1 to his BODY Checks if it’s located in a Cold Environment or for every consecutive hit of 
this SPELL it suffers within 2 Rounds from the previous one. The SPELL will automatically destroy any WOODEN SHIELD which manages to 
Block it, but can only destroy SMALL SHIELDS made of METAL. ENCHANTED or made of IRONWOOD SHIELDS will be destroyed after two successful 
Blocks. If the Creature has at least a RESISTANCE T0 FROST DAMAGE (2) or IMMUNITY TO FROST, it will automatically pass any BODY Check. 

This Spell has a Reach of 9. 

This SPELL requires 2 Actions. 


RADIANT BEAM: 10 MP [Light] 

Requires: MIND 4 

The Caster makes a single Magic Attack that deals 2 Radiant Damage to a single target. 
If used against UNDEADS, the damage is increased to 3. 

This Spell has a Reach of 9. 


RESTORATION: 11 MP [Healing] 

Requires: MIND 4, GOOD, RESTORATION (LESSER) 

The Caster can select a Creature within 1 Square and temporarily restore 1d3 HEALTH it has lost for the rest of the Combat. 

If the SPELL restores more HEALTH than it was missing, the excess will be ignored. 

When the Combat ends the restored HEALTH will be removed unless the Creature had already suffered enough Damage to loose 
the restored HEALTH. If cast outside Combat, the spell automatically awakes a Creature from a Knocked Off state. 

The Caster can target himself, but can only target the same Creature Once per Combat. 

This SPELL has a REACH of 1. 


EXPERT: 


FIRE BLAST: 19 MP [Elemental, Fire] 

Casting Value: 12+ 

Requires: MIND 5 

This SPELL hits all Creatures within 4 Squares from the Caster. 

For the first 2 Squares, a Creature suffers 3 Direct Fire Damage, the 3 Square inflicts 2 Direct Fire Damage while the 4" only 
inflicts 1 Direct Fire Damage. 

The Creatures are allowed to perform an AGILITY Check, with a -1, to change the Damage from Direct to Normal Fire Damage. 
Creatures in the 4" Square do not suffer the Penalty to the Check. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the LIGHTNING CALL or POLAR RAY SPELL. 

This SPELL requires 2 Actions. 


LIGHTNING CALL: 19 MP [Electrical, Elemental] 
Casting Value: 12+ 
Requires: MIND 5 


The Caster creates a small Storm upon him that has a range of 6 Squares. 

The Storm generates 2d3+2 lightnings bolts that will Hit any creature inside the range, except for the Caster. 

Each lightning bolt deals 2 Electrical Damage, while Creatures made of metal or Creatures with Metallic ARMORS will suffer 2 
Direct Electrical Damage instead. 

Notice that every lightning bolt will only hit a single Creature, but if there are less Creatures than lightning bolts generated, they 
will be equally distributed, starting from the Creatures who are closer to the Caster. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the FIRE BLAST or POLAR RAY SPELL. 

This SPELL requires 2 Actions. 


POLAR RAY: 19 MP [Elemental, Frost] 

Casting Value: 12+ 

Requires: MIND 5 

The Caster emits a ray of Cold in a straight line of 7 Squares. 

Every Creature hit by the ray suffers 1 Direct Cold Damage and suffers a -1 to Hit, Dodge, and Block and then must roll a d6. 
If rolling a 1 the Creature is also unable to Move during his Next Combat Round. 

Aquatic creatures or those inside water will be unable to move on a result of 1-3 on the d6. 
The Caster can change the shape to be 2 Squares wide and 3 long, instead. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the FIRE BLAST or LIGHTNING CALL SPELL. 
This SPELL requires 2 Actions. 


WALL OF STONE: 26 MP [Earth, Wall] 
Casting Value: 12+ 
Requires: WILL 5 


By touching the ground in front of him, the Caster generates a wall of stones and rocks which will slowly emerge within the end of 
the current Combat Round. The wall is 3 Squares wide and 2 Squares high, but is possible to shape it to become 5 Squares 
wide and only 1 Square high, which grants a Cover of 4+ to MEDIUM-SIZED Creatures or 3+ to SMALL Creatures (LARGE only gets a 6+ 
Cover), against ranged attacks incoming from the opposite direction. The wall has a total of 30 Armor Points and a RESISTANCE T0 
DAMAGE of 1 against the following sources: Electrical, Impaling, Piercing, Shredding and Slashing. 

The wall lasts for 1 Hour but it requires to be cast on actual soil or on a source of rocks and/or stones. When the SPELL ends, the 
wall will simply crumble, partially being absorbed back but still leaving some rubble on the location it was generated. 

This SPELL requires 2 Actions. 


NECROMANCY SPELLS: 


APPRENTICE: 


BONE DART: 4 MP [Necromancy] 

Requires: MIND 2 

The Caster can throw a MOLDED BONE against a Creature within 4 Squares, performing a Magical Attack which causes 1 Piercing 
Damage. The MOLDED BONE breaks if successfully hits the target, while a miss allows the Caster to recover it with a result of 5+ ona 
dé. 


CRIPPLE: 9 MP [Affliction, Blood Magic] 

Requires: MIND 3 

The Caster selects a single Creature within 4 Squares which is forced to pass a BODY Check or reduce its Movement value by 1 
and suffering a -1 penalty to CLIMB and JUMP Checks. 

If the target Rolls a 1 for its BODY Check, its movement value will be halved instead. 

This SPELL has no effect on CONSTRUCTS, ETHEREAL CREATURES, SLIMES, UNDEADS and LEVITATING Creatures. 

This SPELL requires 2 Actions. 


CRYPT HOWL: 11 MP [Fear, Mind, Unholy] 

Requires: WILL 3, EVIL 

The Caster emits a frightening howl which causes FEAR to all Creatures within 4 Squares. 

A Creature which manages to successfully pass the FEAR Check can no longer be affected by the same Spell for 1 Hour. 

If cast inside a Graveyard, Cemetery or similar burial grounds, it inflicts a -1 to the FEAR Check against those sentient creatures 
which can understand the meaning of such place. 

This SPELL requires 2 Actions. 


GHASTLY APPARITION: 9 MP [Illusion, Necromancy, Sight] 

Requires: MIND 2, WILL 2 

This spell allows the Caster to create a small illusion within 8 Squares from him. The illusion usually takes the form of a small 
animal (such a Black Cat or a Raven) or a floating figure which briefly glows of eerie light. The illusion can be moved around but 
must still be stay within 15 Squares from the Caster or left in the same spot it has been created, observing the surroundings. 
Those watching the illusion can notice that something is wrong only with a Hard SPOT Check but if the Illusion is acting weirdly, they 
can obtain a +1 or +2 to the roll (up to the GM to decide). The illusion doesn’t make any sound nor have any smell and has no 
effect on Creatures which do not use sight to detect their surroundings. The illusion emanates nercomantic energies so it can be 
identified by SPELLS or similar abilities that allows a Creature to detect the arcane (like the spell). If a Creature interacts with the 
illusion it will easily understand that is not real (except for extremely stupid creatures). If the Caster moves the illusion it must 
maintain it’s Concentration using One Action per Round without any Roll required, unless it’s under attack or is doing something 
stressful. In that case he needs to perform a CONCENTRATION Check every Combat Round. 

This SPELL lasts 2 Minutes. Casting this spell requires 2 Actions. 


GHOUL'S INSIGHT: 5 MP [Necromancy] 

Requires: MIND 3 

The Caster can detect the presence of Slain Creatures and Skeletal Remains within 6 Squares or up to 2 Squares deep in the 
ground, unless there are stones and rocks in between which will block this SPELL. The SPELL remains active for 5 Minutes and 
requires 1 Minute to be correctly cast. The Caster can act normally while this SPELL is active, and decide to interrupt it at any time, 
but trying to cast a different SPELL will immediately end this one. 


INJURY: 8 MP [Affliction, Blood Magic] 

Requires: MIND 3 

The Caster selects a single Creature within 3 Squares that is forced to Roll a d6 plus it’s BODY value versus a d6 plus the 
Caster’s WILL value. If the target fails, it will suffer a -1 to one of the following Rolls: Attacking, Blocking, Dodging or Counter 
Skill Check (the Caster decides) for 1d3+1 Combat Rounds. A Creature can only suffer from a single Injury Spell, but casting the 
same spell another time doesn't increases it’s duration, while it can change the penalty the Creature is suffering. 

This SPELL has no effects on CONSTRUCTS, ETHEREAL CREATURES, SLIMES and UNDEADS. 

This SPELL requires 2 Actions. 


MOLD BONES: 7 MP [Necromancy, Transmutation, Unholy] 

Requires: MIND 3 

This SPELL is used to mold the bones from skeletal remains, into sharp objects which resemble a sort of spear or dart. A MEDIUM-SIZED 
Creature usually provides enough material to create 2d3+2 MOLDED BONES, while a SMALL Creature only 1d3+1. Larger Creatures 
usually have bones too thick to be molded by this simple SPELL, but their smaller bones can still be used. 

It's only possible to maintain up to 10 MOLDED BONES or 5 BONE JAVELINS at time (a javelin every two molded), which counts as JAVELINS for 
the purpose of Item encumbrance. An Advanced Caster can instead create up to two BONE JAVELIN from a MEDIUM-SIZED creature or 
one from a SMALL one. This SPELL has no effect if cast on a living creature, a reanimated UNDEADS or any other boneless Creature, 
except for Chitin remains which can still be used, but only with a result of 4+ on a d6. The SPELL requires 2 Minutes per MOLDED BONES 
created or 5 per BONE JAVELIN. If the skeletal remains are incomplete the number of MOLDED BONES is halved while is not possible to 
create BONE JAVELINS. 


PRESERVE CORPSE: 9 MP [Necromancy, Protection] 

Requires: MIND 2, WILL 2 

This SPELL allows to preserve a Corpse from decaying if kept in a closed environment, for a Week. 
The SPELL requires 10 Minutes and specific ENCHANTED OILS to be correctly cast. 


PROTECTION FROM THE UNDEAD (LESSER): 8 MP [Circle, Enchantment, Necromancy] 

Requires: WILL 3 

By using MYSTIC SALTS to create a magical circle on the ground and then using this spell to enchant it, the Circle will weaken those 
UNDEADS which enters such area, preventing them to Re-roll any result of 1 when they are trying to Dodge/Block or to Re-roll a 
result of 1 when they are trying to perform a Melee or Ranged Attack thanks to any FEAT they could possess. 

Notice that the caster can only choose one of such effects at time. The Circle can only cover an area of 5 Squares and will lasts 
for 7 minutes. 


RAISE ZOMBIE: 11 MP [Necromancy, Reanimation] 

Requires: MIND 2, WILL 2 

This SPELL will reanimate a slain MEDIUM-SIZED Creature into a ZOMBIE or two SMALL Creatures into two SMALL ZOMBIES, which will raise and 
follow the Caster’s for 1 Hour. A JOURNEYMAN NECROMANCER will reduce the cost of this SPELL to 8 MP. Two Medium-sized ZOMBIES (or 
three SMALL) still counts as one Creature Maintained. The risen ZOMBIES will no longer have their previous Characteristics and FEATS 


and will no longer be able to use their EQUIPMENT, but will count as regular ZOMBIES of the same size. If the ZOMBIES are slain again, it’s 
possible to reanimate them back again but doing so will reduce their HEALTH by 1. If their total HEALTH reaches 0 they can no longer 
be reanimated again as ZOMBIES for one year. If the Creature was wearing an ARMOR, it will count as a regular ARMOR (even if 
enchanted) and will reduce it’s total Armor Points by 1. This SPELL requires 5 Minutes per Reanimated ZOMBIE to be correctly cast. 
Is possible to reanimate as ZOMBIE only a recently slain creature or one which wasn’t buried for much too long. Buried Creatures 
could require some time to being able to raise from their graves, depending on how they were buried in the first place. 

Has no effect on CONSTRUCTS, ELEMENTALS, ETHEREAL CREATURES, FEY, SLIMES and NON-ZOMBIE UNDEADS. 


REANIMATE SKELETON: 13 MP [Necromancy, Reanimation] 

Requires: MIND 3, WILL 3 

This SPELL will raise a MEDIUM-SIZED Skeletal Remains into a SKELETON or two SMALL Skeletal Remains into two SMALL SKELETONS, which 
will raise and follow the Caster’s orders for 1 Hour. A JOURNEYMAN NECROMANCER will reduce the cost of this SPELL to 9 MP. Two Medium- 
sized SKELETON (or three SMALL) still counts as one Creature Maintained. The risen SKELETON will no longer have their previous 
Characteristics and FEATS and will only be able to use their ARMORS and WEAPONS if they had any. If the SKELETONS are slain again, it’s 
possible to reanimate them back again but doing so will reduce their HEALTH by 1. If their total HEALTH reaches 0 they can no longer 
be reanimated again as SKELETONS for one year. If the Creature was wearing an ARMOR, it will count as a regular ARMOR (even if 
enchanted) and will reduce it’s total Armor Points by 1. This SPELL requires 5 Minutes per Raised SKELETON to be correctly cast. 


RESTORE UNDEAD (LESSER): 7 MP [Necromancy] 

Requires: MIND 2, WILL 3 

The Caster can select an UNDEAD Creature within 1 Square and restore 1 HEALTH it has lost, but the same UNDEAD can only be healed 
once. If the Caster isn't a CONSTRUCT or UNDEAD, he can inflict 1 Direct Damage to himself to increase the HEALTH restored to 2. 

If he does so, this SPELL obtains the [Blood Magic] descriptor. The Caster can heal himself if it’s an UNDEAD. But it can no longer 
inflicts damages to himself for increasing the HEALTH restored. This SPELL can be Cast outside Combat but only a number of times 
equal to the Caster’s WILL value per Hour. This SPELL requires 2 Actions. 


BLOOD TRANSFUSION: 15 MP [Blood Magic, Unholy] 

Requires: MIND 3, EVIL 

Once per Combat, the Caster can select an ALLY, COMPANION or HENCHMAN within 2 Squares, dealing him 2 Unholy Direct Damage. 
After the damage is dealt, he can restore 2 HEALTH lost by another Creature within 2 Squares, but not the same one who has 
suffered damage from this SPELL. This SPELL has no effect on CONSTRUCTS, ELEMENTALS, PLANTS, SLIMES and UNDEADS. 

Can be used to heal Creatures with the VAMPIRIC BITE FEAT and/or ZOMBIE FEAT. If used to healing Creatures with the VAMPIRIC BITE FEAT and 
the Damage dealt slain the target Creature, the VAMPIRE recovers 1 additional HEALTH lost. The caster can’t heal himself but can deal 
the damage to himself. This SPELL requires 2 Actions. 


BONE JAVELIN: 44 MP [Necromancy] 

Requires: MIND 3 

The caster can throw a Bone Javelin, making a Magical Attack against a single target within 10 Squares. The BONE JAVELIN deals 2 
Impaling Damage to the target, with a chance to deal 1 additional damage at 5+ instead of 6+. A BONE JAVELIN breaks after being 
used 4 times. This SPELL requires 2 Actions. 


DANSE MACABRE: 13 MP [Enchantment, Necromancy] 


All UNDEAD Creatures within 6 Squares from the Caster obtain the ability to Re-Roll a result of 1 when Attacking, Dodging, or 
Blocking once per Combat Round. The SPELL lasts for 2d3+2 Combat Rounds. Casting this SPELL again doesn’t increases its 
duration, but can change the type of Re-roll it grants. Doing so will half the SPELL’S cost (rounded down). 


LIFE DRAIN: 14 MP [Blood Magic, Necromancy] 
Casting Value: 9+ 
Requires: MIND 4 


The Caster performs a Magical Attack against a Creature within 5 Squares, dealing 1d3 Piercing Damage. 

The Caster restores the same amount of HEALTH as long as the damage is dealt to the Creature's HEALTH and not to its Armor. 
Can be used only Once per Combat. If the Caster obtains a result of 13 or higher when casting this SPELL, it will deal 1 additional 
Damage. Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS, SLIMES and UNDEADS. 

This SPELL requires 2 Actions. 


MEMENTO MORI: 14 MP [Fear, Mind Unholy] 

Requires: WILL 4, 2 Ranks at INTIMIDATE 

The Caster shows visions of death to a Creature within 5 Squares, causing TERROR to it. 
BOSSES will obtain a +1 to resist the TERROR Check. 


REANIMATE SKELETON SOLDIER: 16 MP [Necromancy, Reanimation] 

Requires: MIND 3, WILL 4, REANIMATE SKELETON 

This SPELL works in the same way of REANIMATE SKELETON, with the exception that it will reanimate a SKELETON SOLDIER instead. 

An EXPERT SPELLCASTER can reanimate 2 SKELETON SOLDIERS instead of only one, but doing so increases the SPELL’S cost by half (rounded 


up). 


RETRIBUTION: 16 MP [Blood Magic, Hex, Unholy] 

Requires: MIND 4, WILL 4 

The next time a Creature deals damage within 2d3 Combat Rounds, to the Caster, it must immediately roll a d6 plus its BODY 
value versus a d6 plus the Caster’s WILL value. If the Caster obtains the higher result, the Creature will suffer 1d3 Necrotic 
Damage. If the Caster is Slain by the received damage, this SPELL will instead inflict 2d3 Direct Necrotic Damage. 

When the Damage has been reflected, the spell will immediately end. This SPELL requires 2 Actions. 


RESTORE UNDEADS: 12 MP [Necromancy] 

Requires: MIND 4, WILL3 

The Caster can select an UNDEAD Creature within 1 Square and restore 2 HEALTH it has lost, but the same UNDEAD can only be healed 
once. If the Caster isn't a CONSTRUCT or UNDEAD, he can inflict 2 Direct Damage to himself to increase the HEALTH restored to 3 or 4 if 
trying to heal a Creature with the VAMPIRIC BITE FEAT. If he does so, this SPELL obtains the [Blood Magic] descriptor. The Caster can 
heal himself if it’s an UNDEAD, but it can no longer inflicts damages to himself for increasing the HEALTH restored. This SPELL requires 2 
Actions. This SPELL requires 2 Actions. 


UNDEAD CHIEFTAIN: 14 MP [Enchantment, Necromancy] 
Casting Value: 9+ 
Requires: MIND 3, WILL 3 


The Caster can select an UNDEAD Creature within 1 Square which is under his Control. 

The selected UNDEAD will increase his HEALTH, Movement and Initiative by 1, is able to Re-roll a result of 1 for his Attack Roll, 
Once per Combat and receives a +1 when trying to resist the TURN UNDEADS FEAT. Regular SKELETONS and ZOMBIES under this SPELL will 
increase their ATTACK by 1. This SPELL remains active until the UNDEAD is destroyed, but is only possible to have a single UNDEAD CHIEFTAIN 
under the Caster’s control. This SPELL requires 2 Actions. 


FEAST FOR CROWS: 22 MP [Unholy] 

Casting Value: 12+ 

Requires: WILL 5, MIND 4, CORRUPTED, EVIL 

The Caster conjures a murder of crows made of pure obscure energy, within 12 Squares from the Caster, which will fly and attack 
every creature in an area of 3x3 Squares. Each Creature inside the area of effect will suffer 1d3+1 Unholy Damage each round 
they stay inside while those wearing a HEAVY ARMOR will suffer 1 less damage as long as they still have Armor Points left. The 
murder of crows moves randomly by 1d3 Squares unless the Caster concentrates for one entire Combat Round, is then able to 
decide which direction it goes This SPELL requires 2 Actions. 


RESTLESS DEAD: 20 MP [Necromancy, Reanimation] 

Casting Value: 11+ 

Requires: MIND 4, WILL4 

The Caster selects a point on the ground within 9 Squares. Any Creature which moves through or stands on suffers 1d3 Necrotic 
Damage and is forced to Roll a d6 plus its BODY value versus a d6 plus the Caster’s Will value which is considered one point 
lower. If the Creature obtains a lower result, the creature is unable to Move (or stand up) for 1d3 Rounds. Against LARGE 
Creatures, the effect lasts only for 1 Combat Round, while HUGE or bigger Creatures can’t be blocked. If the Creature obtains a 1 
for the BODY Check, it will suffer 1d3 additional damage the successive Combat Round unless someone manages to move it away. 
A Creature slain by this spell will raise as a ZOMBIE within 1d3+1 Combat Round which will attack any NON-ZOMBIE Creature nearby. 
CONSTRUCTS, ELEMENTALS, SLIMES and UNDEADS can’t be reanimated as Zombies. This SPELL requires 2 Actions. 


WITCHCRAFT SPELLS: 


APPRENTICE: 


ARCANE INSIGHT: 4 MP [Enhancement, Mind] 

Casting Value: 9+ 

Requires: MIND 3 

The Caster grants a +1 the next time a Creature must perform a SKILL Check while trying to find a HIDDEN COMPARTMENT or PASSAGE. 
Can be cast only Once per Hour on the same Creature, but can be cast on different Creatures. 

Lasts 1 Minute. 


ARCANE BOLT: 4 MP [Arcane, Force] 

Requires: MIND 2 

The Caster makes a single Magic Attack that deals 1 Arcane Damage. 
This Spell has a REACH of 3. 


CIRCLE OF PROTECTION (LESSER): 8 MP [Affliction, Circle, Enchantment] 

Requires: WILL 3, 2 Ranks at KNOWLEDGE (VARIABLE) 

By using MYSTIC SALTS to create a magical circle on the ground and then using this spell to enchant it, the Circle will weaken a 
specific type of creatures which enters such area, which is forced to pass a WILL Check or be unable to Re-roll any result of 1 
when they are trying to Dodge/Block or to Re-roll a result of 1 when they are trying to perform a Melee or Ranged Attack thanks 
to any FEAT they could possess. Notice that the Caster can only choose one of such effects at time. 

Depending on the Character’s Knowledge, he can create specific Circles of Protection according to the following: 


KNOWLEDGE (ARCANE): CONSTRUCTS and ELEMENTALS 
KNOWLEDGE (MYTHS AND LEGENDS): FEY and MYTHOLOGICAL 
KNOWLEDGE (NATURE): INSECTS and PLANTS 

KNOWLEDGE (OCCULTISM): ELDRITCH and UNDEADS 
KNOWLEDGE (RELIGION): ANGELS and INFERNALS 


The Circle can only cover an area of 5x5 Squares and will lasts for 5 minutes. 


COMFORTABLE BEDROLL: 8 MP [Arcane, Enchantment, Transmutation] 

Requires: MIND 3, WILL 2 

This spell allows to improve an ENCHANTED BEDROLL, granting the COMFORTABLE and WEATHERPROOF or WATERPROOF rules for 8 hours. 

The BEDROLL can only have a single WEATHERPROOF (or Waterproof) enchantment versus Cold or Heat at time, and is up to the caster 
to decide. It’s also possible to cast the spell on a regular WOOL BLANKET (or similar) to grant the WEATHERPROOF (COLD) rule. 

This spell requires Two Minutes to be correctly cast. 


DAZZLE: 5 MP [Arcane, Light, Sight] 

Requires: MIND 3 

When this spell is cast, the Caster selects a Creature within 2 Squares which must pass a BODY CHECK or become DAZZLED for 1 
Combat Round. GAZERS and STYGIAN SPHERES will be DAZZLED for 2 Combat Rounds instead. 

An Advanced Caster can spend 5 extra MP to be able to casts this spell against all creatures around him, within the SPELLS REACH. 
This SPELL has no effect on Creatures which are already Dazzled or Blinded and Creatures without eyes. 


DECELERATE: 6 MP [Affliction, Movement] 

Requires: MIND 3 

The Caster can select a Creature within 3 Squares which must pass a WILL Check or reduce its Movement value by 1 for 1d3+1 
Combat Rounds. 


EAGLE EYE: 6 MP [Enhancement, Sight] 

Requires: MIND 3 

The Caster grants a +1 to the next time a Creature must perform a SKILL Check required to spot a Hidden Creature, which must 
be performed within 10 Minutes. This spell can affect a Creature only once and has no effect if the Creature already benefits from 
a similar SPELL effect which grants a +1 to a SKILL Check (IE: the HOP SPELL). 

This SPELL has a REACH of 1. 


RIGHTEN: 8 MP [Fear, Mind] 
Requires: MIND 3, WILL3 
The Caster causes FEAR to a Creature within 6 Squares. 


GREASE: 8 MP [Transmutation] 

Requires: MIND 2, WILL 2 

This spell generates a sort of grayish oily substance which erupts on a surface within 5 Squares from the Caster. The substance 
will quickly cover an area of 3x3 Squares and it will remain in there as long as the surface is mostly flat. If the spell is cast on a 
sloping surface, the substance will slowly move down, covering up only an area of 1x6 Squares. Creatures which Charge or Run 
across an area covered by the GREASE SPELL must perform a Hard AGILITY Check or being immediately Kocked Down. Those which 
simply move through will still require an AGILITY Check while moving only at 1 Square per Combat Round allows to safely reach 
the other side. Trying to move up a sloping terrain covered by the spell will always fail unless the Creature manages to attach itself 
to something else, while it’s possible to instead slide down with an AGILITY Check, using the Grease to move faster. Sliding down a 
Square covered by this spell only cost half it’s value, so two Squares will count as one, for movement purposes. 

The grease produced can be easily absorbed by certain types of terrain and doesn’t have much effect on water. 

Creatures which are Knocked Down on the grease will be partially covered by it, granting a +1 when trying to avoid being hold by 
Creatures of up one SIZE larger than them. This spell could have no effect on HUGE or DRAGON-SIZED Creatures, since they can just 
move over it. SLIMES and Crawling Creatures (IE: Snakes and Centipedes) which usually don’t move on few legs will only 
increase the movement required to move across the Grease by 1 Square but they will not be Knocked Down.Creatures which 
move through SPIDER LEGS will have difficulties to remain attached to walls covered by grease. 

The Grease is not flammable and it will simply heat up to a small degree then it will evaporate, so hitting a square covered in 
grease with a proper source which deals fire damage will simply remove it. 

This Spell lasts for 2d3 Combat Rounds and requires 2 Actions. 


HEX: 12 MP [Affliction, Hex] 

Casting Value: 8+ 

Requires: MIND 3, WILL 3 

The Casteris able to cast a HEX on a Creature within 4 Squares. 

Both the Caster and the Creature must roll a d6 plus their WILL value, and if the Caster obtains the higher result, the Creature 
suffers a -1 penalty to any ATTACK, DODGE, or BLOCK Roll (the Caster decides which one). Casting the same SPELL on an already Hexed 
creature it will simply change the penalty it suffers, but if the Creature already suffers from a similar penalty imposed by a different 
SPELL (IE: INJURY), the penalty imposed must be different. This SPELL lasts for 2d3 Combat rounds and requires 2 Actions. 


HOP: 6 MP [Enhancement, Movement] 

Requires: MIND 2 

The Caster grants a +1 to the next JUMP Check to the target, which must be performed within 10 Minutes. 

This spell can affect a Creature only once and has no effect if the Creature already benefits from a similar SPELL effect which grants 
a +1 to a SKILL Check (IE: the EAGLE EYE SPELL). 

This SPELL has a REACH of 1. 


ILLUSION (LESSER): 6 MP [Arcane, Illusion, Sight] 

Requires: MIND 2, WILL 2 

This spell allows the Caster to create a small illusion within 5 Squares from him. The illusion can’t be too elaborated since is 
usually an item (or some small items) or a Small Creature. The illusion can be moved around but must still be stay within 8 
Squares from the caster. Those watching the illusion can notice that something is wrong only with a Hard SPOT Check but if the 
Illusion is acting weirdly, they can obtain a +1 or +2 to the roll (up to the GM to decide). The illusion doesn’t make any sound nor 
have any smell and has no effect on Creatures which do not use sight to detect their surroundings. The Illusion emanates arcane 
energies so it’s easy to identify as one if using SPELLS or similar abilities that allows a Creature to detect the arcane (like the spell). 
If a Creature interacts with the illusion it will easily understand that is not real (except for extremely stupid creatures). If the Caster 
moves the illusion it must maintain it’s Concentration using One Action per round without any roll required, unless it’s under attack 
or is doing something stressful. In that case he needs to perform a CONCENTRATION Check every Combat Round. 

This SPELL lasts 2 Minutes and requires 2 Actions. 


INVIGORATION: 8 MP [Enhancement] 

Requires: WILL 3 

This SPELL grants a surge of energy to a target Creature, removing some of it’s fatigue. 

The Caster can select a Creature within 1 Square and temporarily increase the Creature’s HEALTH by 1, unless it’s already at 8 or 
higher for 5 Minutes. Notice that a Creature which has a HEALTH value of 8+, suffers enough damage to reach 7 Points of HEALTH or 
less, can be targeted by this spell, but if manages to return at 8 or more, the temporary HEALTH will be lost. 

When the spell ends the restored HEALTH will be removed unless the Creature had already suffered enough Damage to loose the 
temporary HEALTH. This spell grants a +1 to a Creature to awake from a Knocked Off state. This SPELL doesn’t heal any wounds or 
fracture, but will close simple scratches and cuts. If the target is a CONSTRUCT, it will instead grant 1 temporary Armor Point 
(following the same limitations of the HEALTH). The Caster can target himself. 

This SPELL has a REACH of 1. 


PHASE SWAP: 8 MP [Arcane, Movement] 

Requires: MIND 3, WILL 3 

Once per Combat, the Caster can select a Friendly Creature within 6 Squares and swap his position with it. 
The Friendly Creature can still resist such effect with a Counter WILL Check. 

JOURNEYMAN and EXPERT CASTERS obtain a +1 to the Roll. 

This SPELL requires 2 Actions. 


STUMP LEGS: 10 MP [Affliction, Plants, Transmutation] 

Requires: MIND 3 

The Caster can touch a Creature within 1 Square and both must roll a d6 plus their Will value. If the Caster wins, the target halves 
his Movement value (rounded down) and is unable to run, but obtains a +1 when trying to resist being Pushed or Knocked 
Down. A friendly Creature can automatically fail the Roll. The SPELL remains active for 1 Minute. 

Has no effect on CONSTRUCTS, ELEMENTALS, ETHEREAL CREATURES, SLIMES and Creatures without Legs. 

WOODEN CONSTRUCTS and PLANTS will instead obtain 1 additional Armor Point. 

This SPELL requires 2 Actions. 


VOCAL DISTORTION: 4 MP [Transmutation, Voice] 

Requires: MIND 2 

The Caster can change the tone of his own voice, lowering or increasing it’s pitch by some degree, allowing him to sound different. 
A Hard LISTEN Check could allow to figure out that there is something odd with the distorted voice, but it requires Arcane 
Knowledge to understand that it’s caused by a SPELL. 

Those who still knows the Caster from a long time could still manage to remember the way he talks or it’s accent, so a GM could 
still allow them to recognize his voice if they hear it. 

This SPELL lasts for 10 Minutes, but it’s possible to pay double it’s cost for making it last for 1 Hour Instead. 

This SPELL requires 2 Actions. 


ALARM: 12 MP [Arcane, Protection, Sound] 

Requires: MIND 4, WILL3 

This SPELL generates an invisible zone of arcane energy of 4x4 Squares or 1x6 Squares which lasts for 2d3 Hours. 

If any Creature moves through such zone, the SPELL will generate a loud noise which may vary depending on the Caster, such as a 
sound of bells, a horn or something similar. The SPELL can also be cast inside a Room of 6x6 Squares or smaller, making the alarm 
sound if someone moves through the Door, Windows or similar passages, but not if moving inside such room. A LEVITATING 
Creature will trigger the Alarm only with a 4+ on a d6, while an ETHEREAL only with a 5+. The SPELL is not triggered if a Creature 
moves over the area at at least 3 Squares from the surface the spell is covering. It’s possible to change the spell to be only heard 
by the caster, as long as he is within 20 Squares from the protected area, but the cost is increased to 16 MP. 

This SPELL requires 2 Minutes to be correctly cast. 


CHAIN OF LIGHTNINGS: 13 MP [Electrical, Elemental] 

Requires: MIND 4, JOLT 

The Caster makes a single Magic Attack that deals 2 Electrical Damage to a single target. 

If the Caster successfully Hits the target, he can immediately make another Magic Attack that deals 1 Electrical Damage as 
Direct Damage to an Enemy within 3 Squares of the first enemy, with a -1 to his Attack Roll. 

If the secondary Attack also hits its target, he can make one last Attack against another Creature within 1 Square of the second 
enemy who wasn't already stuck, with a -2 to the Hit Roll. 

If there are no Creatures left, the SPELL will bounce back and can Hit the Caster and even his Allies or COMPANIONS. 

This SPELL can't be Blocked and has a Reach of 5. This SPELL requires 2 Actions. 


CIRCLE OF PROTECTION: 20 MP [Affliction, Circle, Enchantment] 

Requires: MIND 4, WILL 3, CIRCLE OF PROTECTION (LESSER) 

This spell works the same way as his lesser version with some differences. First of all, while active the Circle prevents both the Re- 
rolls of a 1 for Attacking, Blocking and Dodging and it can be an area up to 6x6 Squares large. In addition, the circle can 
prevent certain creatures to move through the protected area, which are the following: ANGLES, DEMONS, ELDRITCH, ELEMENTALS, FEY, 
INFERNALS and UNDEADS. Notice that only a circle made to protect against one of the previously listed creature will be effective against 
them, while a circle made for different creatures will not stop them at all. For example a CIRCLE OF PROTECTION from UNDEADS will not stop 
any ELEMENTAL or DEMON which wants to stroll around. As the lesser version, even this one requires the Caster to have the right 
KNOWLEDGE SKILL available, but to be able to stop the creatures its value must be at 3+. 

When a Creature of the previously mentioned list tries to move through or even just try to enter the protected zone, it mus 
immediately Roll a d6 plus his WILL value versus a d6 plus the Caster’s WILL value. A failure prevents the creature from being able 
to enter inside or move outside the circle, if it was already in. A Creature can still use ranged weapons against those protected by 
the Circle, but SPELLS, SPECIAL ABILITIES and BREATH/BEAM ATTACKS will suffer a -1 to their Rolls or those inside the SPELL will receive a +2 to 
any Roll required to contrast such hazards. EXPERT Characters will obtain a +2 to their Will Roll while Huge or larger Creatures will 
also obtain a +2 to their roll. ESSE could also receive an additional +1. 

The Circle will last for 10 minutes. The Circle requires at least 30 minutes to be correctly drawn, while the activation only requires 
2 Actions. Notice that the Caster can decide to create a Circle which allows the Creatures to move though it, reducing it’s cost by 
5 MP. 


DARKNESS: 12 MP [Obscure] 

Casting Value: 9+ 

Requires: MIND 4 

The Caster is able to generate a 4x4 Squares area of Darkness within 8 Squares. The area follows the same rules for a zone of 
Darkness, granting a Concealment of 4+ for those inside and completely hiding any creature within. Creatures with the DARKVISION 
FEAT can see through the zone of Darkness with ease. Creatures who are not able to see through the Darkness will reduce their 
Movement by 1 (except for those with a MIND value at 0) since they are not sure of where they are going and are not able to target 
other Creatures inside the Darkness or outside with SPELLS or Ranged Attacks. Creatures with the BLIND PERCEPTION FEAT are immune 
to the effects of this SPELL. This SPELL requires 2 Actions. 


ELEMENTAL BARRIER: 12 MP [Arcane, Barrier, Elemental, Protection] 

Requires: MIND 4, WILL 4 

The Caster is able to conjure a thin vertical barrier of arcane energies which will block a specific type of damage within 2 Squares 
from him as long as there is enough space for the barrier to be created. The barrier will remain stationary in the spot it has been 
created for 1d3+2 Rounds. When casting this spell the Caster must select the type of Element to be protected by, such as 
Electrical, Fire and so on. The SPELL then obtains the same descriptor of the Element it is protecting from (IE: A barrier which 
protects from Fire Damage will obtain the [Fire] Descriptor). The barrier lasts for 2d3 Combat Rounds and is considered to have 
an Armor Point value of 10. Every time a source or attack which deals the specific damage tries to pass through the barrier, it’s 
damage will be subtracted from the barrier and if it’s reduced to 0, the attack will be stopped completely. If the Barrier reaches 0 
Armor Points it’s destroyed. The barrier dimension is 2x2 Squares, but is possible to make a 1x2 barrier by paying 8 MP instead. 
The barrier doesn’t block movement except for ELEMENTALS of the same type of the barrier, which must then roll a d6 plus their BODY 
value versus a d6 plus the Caster’s WILL value or not being able to move through. Creature’s SIZE matters for such Roll and the 
barrier is considered LARGE (or MEDIUM if 1x2 Squares). If the Caster has the CRYOMANCER, PYROMANCER or STORMCALLER FEAT, the barrier 
obtains 5 additional Armor Points and lasts for 1 additional Round but it can’t create a barrier against it’s opposite element (IE: a 
PYROMANCER can’t create barriers which protect from Frost Damage). This SPELL requires 2 Actions. 


FRENZY: 12 MP [Blood Magic, Enchantment, Mind] 

Requires: MIND 4 

The Caster grants the RAGE FEAT to a target Creature it touches, which is then forced to use it for 2d3 Combat Rounds even if 
manages to successfully hit a Creature. When the SPELL ends, the Creature will be considered Dazzled for 1 Combat Round. 
The target Creature can try to resist the SPELL by Rolling a dé6 plus its WILL value versus a d6 plus the Caster’s WILL value. 
Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS and UNDEADS. 


INVISIBILITY: 15 MP [Arcane, Illusion, Light, Sight] 

Requires: MIND 4, WILL 4 

This SPELL will slowly make the Caster disappear within 1d3 Rounds. While invisible, the Caster can only be heard moving (unless 
it stands still) or detected by different ways rather than sight, like Movement Perception, SCENT or even through ARCANE DETECTION, 
which requires a Hard CONCENTRATION Check if the invisible Creature is within the SPELLS range. A Creature which manages to detect 
the Caster but is still unable to determine its real position can try to Attack it but the Caster will receive a Concealment of 3+ 
against any attack. If the Caster decides to Attack a Creature while invisible, his attack can’t be Blocked or Dodged unless his 
movement is heard and it will then return visible. If the SPELL is still active after the attack, the Caster will slowly return invisible 


within 1d3 Combat Rounds, starting from the next one. The SPELL doesn’t blocks substances which can cover the Caster’s 
silhouette, but in the other hand he can also clean himself. Any item held or eaten/drink by the Caster will also disappear, while 
those left will return visible within few seconds. Buildings and excessively large items will not be affected by the SPELL. If the Caster 
is slain while invisible, he will immediately return visible within few seconds. Casting the same SPELL while it’s still active doesn’t add 
more time, but it will instead immediately turn the caster invisible without waiting any longer. Doing so halves the MP required 
(rounded up). Casting any other SPELL will make the caster appear for 1d3+1 Rounds instead. 

This SPELL lasts for 1 Minute. 


This SPELL requires 2 Actions. 


MANA DRAIN: 13 MP [Affliction, Arcane] 
Casting Value: 8+ 
Requires: MIND 4, WILL 4 


The Caster can target a Creature within 6 Squares which will try to drain Magic Points from it. 

For 2d3+1 Combat Rounds, both the Caster and the target must roll a d6 while adding their WILL value. If the Caster obtains a 
higher results, it will drain the target’s MP by 1d3 plus 1 additional MP per point difference from that Round’s Roll. The Caster 
also subtracts 2 additional MP per CAREER RANK difference from its target (unless it has none, like ANIMALS and MONSTER) and obtains a 
+1 to the WILL roll if it’s at least one CAREER RANK higher than the target (ANIMALS and MONSTERS are considered of a lesser CAREER if they 
are MEDIUM-SIZED or smaller). While the SPELL is active, the Caster can’t cast any other SPELLS unless he wants to interrupt the Mana 
Draining. The Caster can only Move and talk with short sentences, but if it gets hit he must pass a CONCENTRATION Check or the SPELL 
will be immediately interrupted. If the target moves away from the SPELL'S REACH, the SPELL will end at the beginning of the next 
Combat Round (so if the Caster manages to follow him, the SPELL will be maintained). 

The Magic Points drained are simply considered to be spent by the target. 

It’s possible to drain all the target’s MP but 1. 

This SPELL requires 2 Actions. 


DBSCURE BEAM: 10 MP [Obscure] 

Requires: MIND 4 

The Caster makes a single Magic Attack that deals 2 Obscure Damage to a single target. 
If used against FEY, the damage is increased to 3. 

This Spell has a Reach of 9. 


PROTECTIVE GLYPH: 9 MP [Enhancement, Protection] 

Casting Value: 9+ 

Requires: MIND 4 

The Caster can create a MAGICAL GLYPH that protects a single CREATURE within 2 Squares (even himself). 

The MAGICAL GLYPH increases the Creature's total Armor Points by 1, but has no effect if the Armor Points are already 5 or higher. 
This SPELL lasts for 1 Minute. 


RETRIBUTION: 16 MP [Blood Magic, Hex, Unholy] 

Requires: MIND 4, WILL 4 

The next time a Creature deals damage within 2d3 Combat Rounds, to the Caster, it must immediately roll a d6 plus its BODY 
value versus a d6 plus the Caster’s WILL value. If the Caster obtains the higher result, the Creature will suffer 1d3 Necrotic 
Damage. If the Caster is Slain by the received damage, this SPELL will instead inflict 2d3 Direct Necrotic Damage. 

When the Damage has been reflected, the spell will immediately end. This SPELL requires 2 Actions. 


SLOWFALL: 6 MP [Air, Arcane, Gravity] 

Requires: WILL 4 

This SPELL allows the Caster to safely Jump Down from a height of up to 2 Squares, within the end of next Combat Round this 
SPELL has been cast, without any JUMP Check required as long as he is not wearing any MEDIUM (or heavier) ARMOR or carrying a 
Medium (or heavier) Encumbrance. The SPELL can also be used to slow down any Falling speed to 1 Square per Round, up to 14 
consecutive Combat Rounds. If the Caster doesn’t reach the ground after such limit, he will start falling again. The SPELL can’t help 
the Caster if he’s falling from tremendous heights, but at least could steer his direction (up to the EM to decide how much and 
where). The SPELL consumes 5 additional MP per consecutive Round the spell is Active, but if the Caster depletes all of his MP, 
the SPELL will immediately end. While the spell is active, the Caster can’t do other Actions (can still talk brief sentences) and must 
maintain his Concentration. If hit by an attack or distracted somehow, he must pass a CONCENTRATION Check or the SPELL will be 
interrupted immediately. 


EXPERT: 


FEAST FOR CROWS: 22 MP [Unholy] 

Casting Value: 12+ 

Requires: WILL 5, MIND 4, CORRUPTED, EVIL 

The Caster conjures a murder of crows made of pure obscure energy which will fly and attack every creature in an area of 3 
Squares. Each Creature inside the area of effect will suffer 1d3+1 Unholy Damage each round they stay inside while those 
wearing a HEAVY ARMOR will suffer 1 less damage as long as they still have Armor Points left. 

This SPELL requires 2 Actions. 


HOLD: 20 MP [Arcane, Force] 

Casting Value: 11+ 

Requires: WILL 4, MIND 4 

The Caster selects a Creature within 5 Squares. It can no longer Move for 1d3+1 Combat Rounds. 

Against LARGE Creatures, the effect lasts only for 1 Combat Round, while against HUGE Creatures or bigger it only halves their 
Movement for 1 Combat Round. 

Against EDSSE5 and MINI=-BOS5E5, the effect lasts for 1d3 Rounds, unless of LARGE Size or bigger. 


LIGHTNING CALL: 19 MP [Electrical, Elemental] 

Casting Value: 12+ 

Requires: MIND 5 

The Caster creates a small Storm upon him that has a range of 6 Squares. 

The Storm generates 2d3+2 lightnings bolts that will Hit any creature inside the range, except for the Caster. 

Each lightning bolt deals 2 Electrical Damage, while Creatures made of metal or Creatures with Metallic ARMORS will suffer 2 
Direct Electrical Damage instead. 

Notice that every lightning bolt will only hit a single Creature, but if there are less Creatures than lightning bolts generated, they 
will be equally distributed, starting from the Creatures who are closer to the Caster. 

LARGE or bigger Creatures can only be hit twice by this SPELL. 

This SPELL can't be learned if the Caster already knows the FIRE BLAST or POLAR RAY SPELL. 

This SPELL requires 2 Actions. 


STUN: 16 MP [Arcane, Mind] 

Requires: WILL 5, MIND 4 

The Caster selects a Creature within 4 Squares and they both Roll a d6, adding their WILL value. 

If the Caster obtains a higher score, the Creature is considered STUNNED for a Single Combat Round. 
While STUNNED, the Creature can't make any Magical/Melee/Ranged Attack or Cast any SPELL. 

The victim can still Block/Dodge incoming attacks or is able to move by only 1 Square. 

This SPELL has no effects on CONSTRUCTS, SLIMES, and UNDEADS with a MIND statistic of 0. 


The following tables show which Princesses are able to generate an HEIR, and what modifiers they will obtain during Character 


Creation. LARGE HEIRS start with 1 less FEAT. 


GENERATION | 


Modifiers to Character Creation RACE 
AMAZON Starting FEATS: LARGE, TOUGH SKIN and 2 FEATS of your choice. Must be EVIL. HEIRS are always Females GIANT 
AT Starting FEATS: INSECT, INSECT PARAGON CANT) and 3 FEATS of your choice. INSECT 
COUNTRYSIDE As a regular HUMAN but obtains 1 additional FEAT of your choice. Must select the BLUE BLOOD or NOBLE ORIGIN HUMAN 
DRIDER Starting FEATS: LARGE, SPIDER LEGS, VENOMOUS BITE and 4 FEAT of your choice. INSECT (DRIDER) 
DWARF i-2 As a regular DWARF but obtains 1 additional FEAT of your choice. Starting COINS are always 3d6+11 DWARF 
GOELIN As a regular GOBLIN but obtains 1 additional FEAT of your choice GOBLIN 
HARDY Starting FEATS: FLY, HARPY, LARGE, NATURAL WEAPON (CLAW) and 1 FEAT of your choice. MYTHOLOGICAL 
HUMAN Depending prio he: ‘ee ed aoe aine Sea a. sere 3d6+11 = 
RIGHT As a regular HUMAN but obtains 1 additional FEAT of your choice. Must select the BLUE BLOOD ORIGIN HUMAN 
KOEOLD As a regular KOBOLD but obtains 1 additional FEAT of your choice KOBOLD 
MERMAID Starting FEATS: BREATH UNDERWATER, SWIMMING SPEED (4) and 2 FEATS of your choice. Can only breath Underwater. MERFOLK 
ORG As a regular ORC but obtains 1 additional FEAT of your choice ORC 
SLIME Starting FEATS: SLIME and 4 FEATS of your choice. Can only have a MIND value at 1 SLIME 
SUCCUBUS Starting FEATS: DARKVISION and 4 FEATS of your choice. Must select the CORRUPTED MORALITY DEMON 
GENERATION @ 
Modifiers to Character Creation RACE 
ANGEL Starting FEATS: FLY and 4 FEATS of your choice. Must be G00D ANGEL 
ARCANE Starting FEATS: ELEMENTAL, ELEMENTAL SPAWN, LEVITATE, MAGIC USER and 1 FEAT of your choice ELEMENTAL 
ASSASSIN As a regular HUMAN but obtains 1 additional FEAT of your choice. Must select a CRIMINAL BACKGROUND. Must be EVIL HUMAN 
CAT As a regular CAT BEASTFOLK but obtains 1 additional FEAT of your choice BEASTFOLK 
CENTHUR Starting FEATS: LARGE and 3 FEATS of your choice. Must select a CIVILIZED BACKGROUND. MYTHOLOGICAL 
DAWN ELF As a regular ELF but obtains 1 additional FEAT of your choice ELF 
FRIRY Starting FEATS: FLY, SMALL and 3 FEATS of your choice FEY 
FROG Starting FEATS: AMPHIBIAN, ATHLETIC and 3 FEATS of your choice BEASTFOLK 
mencun oe ee. a 
MONKEY Starting FEATS: ATHLETIC, UNARMED COMBAT and 3 FEATS of your choice BEASTFOLK 
OGRE Starting FEATS: BRAWLER, LARGE and 3 FEATS of your choice OGRE 
BIBATE As a regular HUMAN but obtains 1 additional FEAT of your choice. Must select a CRIMINAL BACKGROUND. HUMAN 
BLANT Starting FEATS: PLANT and 4 FEATS of your choice. Can only have a MIND value at 1 PLANT 
WANDERER Starting FEATS: FEY, WILD and 3 FEATS of your choice HUMAN 
WITCH As a regular HUMAN but obtains 1 additional FEAT of your choice. Must select the PLEBEIAN ORIGINS HUMAN 
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GENERATION 3 


Modifiers to Character Creation 


RACE 


As a regular DOG BEASTFOLK but obtains 1 additional FEAT of your choice. Must select a CIVILIZED BACKGROUND. 


BEASTFOLK 


As a regular ELF but obtains 1 additional FEAT of your choice 


ELF 


ELDRITCH 


Starting FEATS: ELDRITCH, TENTACLES and 4 FEATS of your choice 


ELDRITCH 


FRUN Starting FEATS: SMALL, and 4 FEATS of your choice. Must select the CORRUPTED MORALITY. Must select a WILD BACKGROUND. 


MYTHOLOGICAL 


HOLSTAUR 


Starting FEATS: LARGE, SIMPLETON and 3 FEATS of your choice. HEIRS are always Females. 
Must select a CIVILIZED BACKGROUND. 


MYTHOLOGICAL 


Starting FEATS: FLY, SMALL and 3 FEATS of your choice 


DEMON 


Starting FEATS: LEVITATE, MAGIC USER and 3 FEATS of your choice 


MYTHOLOGICAL 


JESTER 


Starting FEAT: CIVILIZED. Must select the PLEBEIAN ORIGINS. Starting COINS are always 1d6+5 


HUMAN 


Starting FEATS: LARGE, IMMUNITY TO POISON, SNAKE COILS, VENOMOUS BITE 


MYTHOLOGICAL 


moTH 


Starting FEATS: FLY, INSECT, WILD and 2 FEATS of your choice 


INSECT 


As a regular MOUSE BEASTFOLK but obtains 1 additional FEAT of your choice. Must select a CIVILIZED BACKGROUND 


BEASTFOLK 


RAEEIT 


As a regular RABBIT BEASTFOLK but obtains 1 additional FEAT of your choice 


BEASTFOLK 


As a regular HUMAN but obtains 1 additional FEAT of your choice. Starting COINS are always 1d6+8 


HUMAN 


SAT¥R 


Starting FEAT: SMALL, WILD and 3 FEATS of your choice. Must select the CORRUPTED MORALITY 


MYTHOLOGICAL 


Starting FEATS: CIVILIZED, SEEKER and 3 FEATS of your choice 


MYTHOLOGICAL 


TRIECLOPS 


Starting FEATS: LARGE, WILD and 2 FEATS of your choice 


MYTHOLOGICAL 


¥ETI 


Starting FEATS: LARGE, RESISTANCE T0 COLD (2) and 2 FEATS of your choice 


MYTHOLOGICAL 


GENERATION 4 


Modifiers to Character Creation 


RACE 


BEETLE 


Starting FEATS: INSECT, LARGE, NATURAL WEAPON (MAW) and 1 FEAT of your choice 


INSECT 


Must select the UNBOUND ORIGINS. Must be EVIL 


GOBLIN 


Starting FEATS: ELDRITCH, TENTACLES and 3 FEATS of your choice 


ELDRITCH 


Starting FEATS: LARGE and 3 FEATS of your choice 


GIANT 


ELEPHANT 


Starting FEATS: CIVILIZED, LARGE and 2 FEATS of your choice 


BEASTFOLK 


Starting FEATS: BEAM ATTACK, LEVITATE, SENTINEL and 2 FEATS of your choice 


ELDRITCH 


GIANT 


Starting FEATS: LARGE and 3 FEATS of your choice 


GIANT 


As a regular GNOLL but obtains 1 additional FEAT of your choice. Must select a SAVAGE BACKGROUND 


BEASTFOLK 


As a regular HALFLING but obtains 1 additional FEAT of your choice 


HALFLING 


Starting FEATS: CRITICAL HIT (CLAWS), FLY, HARPY, LARGE, NATURAL WEAPON (CLAW) 


MYTHOLOGICAL 


MANTIS 


As regular INSECT PARAGON (MANTIS) but obtains 1 additional FEAT of your choice 


INSECT 


Starting FEATS: MYCONID SPORES, PLANT and 3 FEATS of your choice 


PLANT 


MVSTic 


Starting FEATS: CLERICAL INSPIRATION OR RELIGIOUS and 4 FEATS of your choice 


HUMAN 


HiGHTMARE 


As a regular HUMAN but must select the BASTARD, FALLEN NOBLE or NOBLE ORIGINS 


SHAPESHIFTER 


Starting FEATS: FEY, SMALL and 3 FEATS of your choice 


FEY 


Starting FEATS: BLUE BLOOD and 4 FEATS of your choice 


HUMAN 


Starting FEATS: EVIL, FEY and 3 FEATS of your choice 


FEY 


WEREEERST 


As a Regular HUMAN but obtains 1 additional FEAT of your choice. Must select a WILD BACKGROUND 


SHAPESHIFTER 


ENERATION §& 


Modifiers to Character Creation RACE 
GARGOYLE Starting FEATS: FLY, NATURAL WEAPON (CLAW) and 3 FEATS of your choice MYTHOLOGICAL 
GHoOME As a regular GNOME but obtains 1 additional FEAT of your choice GNOME 
GOLIRTH Starting FEATS: JOTUN BLOOD and 4 FEATS of your choice HUMAN 
HUMAN 2 As a regular HUMAN but must select the BLUE BLOOD or NOBLE ORIGINS HUMAN 
INFERNAL Starting FEATS: DARKVISION and 4 FEATS of your choice. Can't be G00D DEVIL 
MERROW Starting FEATS: BREATH PP eee ya (MAW), SWIMMING SPEED (5). MERFOLK 
Moon SHAW Starting FEATS: CLERICAL INSPIRATION, ELDRITCH and 3 FEATS of your choice. Can’t be G00D ELDRITCH 
NAGA Starting FEATS: SWIM SPEED (3), VENOMOUS BITE and 3 FEATS of your choice. Must select the BLUE BLOOD ORIGIN LIZARDFOLK 
HixiE Starting FEATS: BREATH UNDERWATER, FEY, SWIMMING SPEED (2) and 2 FEATS of your choice FEY 
DETOMERMAID Starting FEATS: BREATH UNDERWATER, SWIMMING SPEED (4), TENTACLES and 2 FEATS of your choice MERFOLK 
SELKIE Starting FEATS: SWIMMING SPEED (4) and 4 FEATS of your choice. Must select a WILD BACKGROUND HUMAN 
SRRIGGAN Starting FEATS: NATURAL WEAPON (CLAW), PLANT and 3 FEATS of your choice. Must select a WILD BACKGROUND PLANT 
EXPANSION 
Modifiers to Character Creation RACE 
EERR Starting FEATS: LARGE, NATURAL WEAPON (CLAW) and 2 FEATS of your choice. Must select a WILD BACKGROUND BEASTFOLK 
COGUAR Starting FEATS: NATURAL WEAPON (CLAW) and 4 FEATS of your choice. Must select a CIVILIZED BACKGROUND BEASTFOLK 
DEMON Starting FEATS: DARKVISION and 4 FEATS of your choice. Must be EVIL DEMON 
DROW As a regular DROW but obtains 1 additional FEAT of your choice ELF 
DUERGAR As a regular DUERGAR but obtains 1 additional FEAT of your choice DWARF 
EUIL As a regular HUMAN. Must be EVIL. Must select the BASTARD, BLUE BLOOD or NOBLE ORIGINS HUMAN 
GATOR Starting FEATS: AMPHIBIAN, BRAWLER, NATURAL WEAPON (MAW) and 2 FEATS of your choice. Must select a WILD BACKGROUND LIZARDFOLK 
GOAT As a regular GOAT BEASTFOLK but obtains 1 additional FEAT of your choice BEASTFOLK 
HARE As a regular HARE BEASTFOLK but obtains 1 additional FEAT of your choice BEASTFOLK 
JUNGLE KOEDLD As a regular JUNGLE KOBOLD but obtains 1 additional FEAT of your choice KOBOLD 
LILLEND Starting FEATS: FLY, LARGE and 2 FEATS of your choice. Must be G00D ANGEL 
MIngTHuR Starting FEATS: LARGE and 3 FEATS of your choice. Must select a CIVILIZED BACKGROUND MYTHOLOGICAL 
DBRHAN As a regular HUMAN but obtains 1 additional FEAT of your choice HUMAN 
OTTER Starting FEATS: SMALL, SWIMMING SPEED (3) and 4 FEATS of your choice. Must select a WILD BACKGROUND BEASTFOLK 
SCORPION Starting FEATS: INSECT, RESISTANCE TO POISON (1) and 3 FEATS of your choice. Must select a WILD BACKGROUND INSECT 
SHAE Starting FEATS: BREATH UNDERWATER, CRITICAL HIT (MAW), LARGE, NATURAL WEAPON (MAW), SWIMMING SPEED (5). MERFOLK 
Must select a WILD BACKGROUND. Can only breath Underwater 
SNAKE Starting FEATS: RESISTANCE TO POISON (1), VENOMOUS BITE and 3 FEATS of your choice LIZARDFOLK 
STYGN Starting FEATS: DARKVISION, LEVITATE, TENTACLES and 2 FEATS of your choice. Must be CORRUPTED and EVIL. ELDRITCH 
TIKI As a regular HUMAN but obtains 1 additional FEAT of your choice. Must select the EXOTIC APPEARANCE TRAIT HUMAN 
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